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SAM NASH WRITES FROM LEEDS.

WHATEVER HAPPENE
D TO THE
OF PUTTING THE LISTED PROéggaS

ON A CASSETTE?
! I'M
SURE 1775 A 6000 IDEQBSOLUTELY

WE THINK SO TO SAM.

9 ON HOW To ORDER, S NRAGE

ed.
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WHAT DO YOU MEAN 7 MONTHS LATE WITH THE MAGAZINE. DO YOU THINK ANYONE WILL
HAVE SFOTTED THE DELAY? SHOULD WE SHOOT THE EDITOR OR LEAVE HIM HIDING IN
THE DUSTEBIN OUTSIDE THE OFFICES. PERHAFS WE COULD CONVINCE FEOFLE THAT IT
WaS THE DOUBLE WHARF DRIVE OR THE BACK FEDALLING MUD FUMPS THAT CAUSED ALL
THE TROUBLE. AT THAT MOMENT THE EDITOR WALKED BACK INTO THE ROOM. WE MUST
GET A MAGAZINE OUT NOW HE CRIED. I°D NEVER SEEN A GROWN MAN CRYING, IT WAS
HORRIELE. OQUICK THINK UP SOME STORY ABOUT THE DELAY FRANKLY ASKED. WE CAN
FPIN IT ON THE FPOST OFFICE STRIKE LAST WEEK SAID RICK SHAW. WHOS RICK SHAW?
HE'S A CHINESE TAXI DRIVER. WHATS A CHINESE TAXI DRIVER DOING ON OUR SHIF?

.HES LOST. SO AM I THE STRIKE ONLY LASTED TWO DAYS.ANY OTHER IDEAS THEN?
........ OK WE SHOOT THE EDITOR.... BUT WAIT I HERE THE PRESSES RUNNING, 4 4 4
THEY HAVE HEARD OF THE TROUBLE TOO HAVE THEY?. DON'T PANIC I HAVE A GREAT
SOLUTION. BUT BEFORE THE SOLUTION WAS GIVEN THIS PAGE WAS SNATCHED, - STUCE
ONTO THE BOTTOM OF FPAGE TWO AND BEFORE YOU COULD SAY XX CRAFO ELECTRICA XX
THE PRESSES WERE PRINTING VOLUME 2 NO 4. AND ABOUT TIME TOO I HERE YOU

say !
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*xx% DD ONE OUT ***%* RESULTS FROM VOL 2. No. 3 *x%

THERE WERE TOO MANY ANSWERS BETTER THAN OURS, WHICH
WE HAD FORGOTTEN ANYWAY.
TO THE FIRST FIVE PLAUSIBLE ANSWERS RECEIVED...

SO WE HAVE AWARDED PRIZES «

TEN POUND VOUCHER WINNERS

o D.ARMER./S.CROSS. /P.HUTCHISON./T.WILDE./M MENDES

) 4 N *

*
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* * * *
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100 REM MUZIC PRET 4

110 FREM EBY FHIL DONALD

120 REM FOR PRRCO ELECTRICE

130 CALL MAGHIFY <33

14“ CALL CLEARR :: CALL =CEEEN<1e

DISFLAY AT ods 130 "MUZICT 13

DI PLHH AT Es 142 2 "BY" i DIZFLAY
AT <Ss 1002 "FPHIL DOMALD™ :: DIZFL

AY ATC10.123 2 "PART 4" @ BOSUE
1210

150 CALL CLEAR :: DIZPLAY RAT{Zs1
Ore"MENU™ :: DIZPLAY ATCZ.100:7-

——=" 11 DIEZPLAY ATC12+13:713 EKEY
ZIGNATUREE" :: DIZPLAY AT (14.12
:“2» BAR LINEZ DEMONEZTERTION"
160 DISPLAY ATCl1es12:3733 TIME ZI

BNATUREZ" :: DIZPLAY ATC1S.12:74

> END"

170 CALL KEYCOsK»Z2i: IF Z=0 THE

N 170 :: K=k-42 :: IF K<1 OR E>4
THEW 170 :: ON E 5070 190270023
10s120

180 CALL CLERR :: FOR Z=1 TO 2 =
! CALL ZOUNDCEsZsd2xZada i NER

T = ¢ ZT0OF

130 CALL CLEAE :: DIZPLAY AT (12
1»:"PREZZ E FOR EXFLAINATION OF
KEY SIGNATURES DR FPRE=Z ANY OTHE
R KEY FOR LIST." :: FDP CH=2& T0O
109 :: CALL CHRARCGCHs ""23% MNEKT
CH

200 CALL THRR (35, "0022287Ce8vias
28"

210 CALL KEY(0sksZx:: IF E=0 THE
N 210 :: IF K<»&% THEN 470

220 CALL CLERR :: DISPLAY AT <12,
1> :"KEY SIGNATURES ENARBLE YOU TO
SEEs AT A GLANCE: WHICH KEY YOU
ARE WORKING IN." :: GOSUB 1210 :
: GOSUB 1220

230 DISPLAY AT(12s1>:"0ONE EHARP
TELLS YOU THAT THEKEY IS 6 MAJOR
s TWO SHARPE D MAJOR THREE SHAR
PS A MAJORAND SO ON. BY COUNTIN
G FROMG TO D YOU WILL FIND THAT

& &

210 GOSUE 1210 @@

40 DIZFLAY RTC17s12:"THERE I=
GAF OF INTERYAL OF FIWE OF H
IFTH GaAsEBEsCsDAND EY COUNTING
EOM D TO AYOU WILL ZEE THAT THER
E IZ AWM INTEEYAL OF A FIFTH HER
E"
S DIZPLAY AT Oz2s1x:"AL=0O." &
ROZUE 1210 3 S0OZUE 1220 :: LIEP
LAY AT c1Sa 1 "IsEsFai3sA. UZING T
HIZ METHODYOY WILL EE RELE TO WO
Rk OUTHOW MANY ZHARFE ARE IMN THE

mMmI

el DIZPLAY ATC1S«12:"MEXT KEY A
MO AL=0 THE NAME OF THE KEY. T
HI=Z METHOD I= CALLED THE CIRCLE
OF FIFTH= EBUT WRITINS THE EEY AN
Il NAMEOF THE =HARFZ LEARYEZ YOU"
celd DIZPLAY AT 20s13:"WITH THE F
IGHT HAWD =ZIDE OF A PYRAMID." =3
=0ZUE 1310_== CHLL CLERE :: DI=
FLAY AT 1.4 :"CIRCLE OF FIFTH="
:: DISPLAY AT 3« 12:"KEY EHARFE"
o280 REZTORE =30 @ FOR R=1 TO =
:! RERD AsEsTE=TE® :: DISPLAY AT
AsBx s TESTE 2 MEST B :: CALL CHA
FEo102, "4 0404 05E62424CT 0" 2
30 DATAH Es1sCeSalaid F#:+1041+D
F# C#Hs:12:1sH F# C# G#:14
1 1:E F# C# GC# DHs15+1:E F
# C# 0¥ D# A#
200 DATA 12:1.F# F# C# G# D#
A# E#:c01-CH F# C# G# D#
- A# E# E#
CHLL CLERR ::
DIZPLAY AT <12s12:"0ONE WAY OF REM
EMEERING THE 3=HARF NOTE:= IMN ORD
ER IZ TO MAKE UFP A LITTLE =AYIN
2 FATHER CHAELE= SOES DOWMN A
MDEART:= BRERD"
320 GOZUE 1210 :: CALL CLERR ::
DIZPLAY AT<12s1>:"REMEMBERs AL=O
» FROM .THE MA.JOR SCALES THRT
THE DIZTANCE BETWEEN THE T
HIRD AND FOURTH NOTE: IS R
230 DISPLAY ATC(16s12:"SEMITONE R
ND BETWEEN THE SEVYENTH AND EI
GHTH NOTES IS AL=0 A SEMITONE.
THE WHOLE THEORY SHOULD BECOME C
LERRER" :: GOSUB 1210 :: CALL CL
ERAR
2340 DISPLAY AT(12s1>:"NOW YOU MA
Y BE WONDERING WHERE THE FLAT
NOTES COME FROM. WELL THE ME
THOD IS PRACTICALLY THE SRAME E
XCEPT WE USE THE CIRCLE OF FOURT

HS"
S



230 GO=UE 1210 :: CALL CLERR ::
DIZPLAY AT (12s12:"C MAJOR HAS WO
FLAT= OF  ZHARPE IN ITE KEY
ZIGNATURE EUT WE CAM USE IT AZ A
ERZE TO FIWD THE KEY A FOURTH

AEOYE IT"
260 DIZPLAY ATO1F.12:"20 EBY COUN
TING UFP WE WILL FIND CsDsEsF.
THE KEY WILL EE F MAJOR. THE F
OURTH WOTEDOF THIZ PARTICULAR KEY
HR= TO EE FLATTEWED." :: GOIUE
1210
370 CALL CLEAR :: DIZPLAY ATO12.
12:"7T0 FIND THE FOURTH OF THIZ
KEY WE AGAIN COUNT UP THUS- Fai3s
A+E. E IZ THE MNOTE TO EE FLATT
EHMED. THE CIRCLE OFFOURTHE DIAG
FAM ZHOULD™
320 DIEPLAY ATC17s12:"HELF vOU.
ALL wOU MEED DO IZ COUNT IM FO
UEZ....EsCoDIEAND 20 OW. " :: 3OS
UE 1210 :: CALL CLEAR :: DIZPLAY
AT c1x42 :"CIRCLE OF FOURTHE"
320 DIEZPLAY ATC3s13:"KEY FLATE"
‘! REZTORE 400 :: FOR R=1 7O 5 :
¢ FEAD A»E:TEXTE :: DISFLAY ATCA
+BYITEXTE :: NEST R
400 DATA &21:Cs3s1sF Efa10:1+EF
Ef Efs12+12Ef Ef Ef FHAfsldsi
sAY¥ EBf Ef Af.Df
410 G0EUE 1210 :: CALL CLEAR ::
DIZFLAY ATC12s13:"THERE ARE TwO
=CALEE THAT WEHAYE WOT COYERED.
THEZE ARED FLAT AND 5 FLAT MAJO
E. THE ZCALE: ARE MORE COMMON
Ly
420 DIEZFLAY AT (1€ 12 :"ENOWH AS C
# MAJOR AND F# MAJOR REZFECTI
YELY." 2 GOSUE 1210 :: CALL CLE
AR :: DISFLAY AT C12s12:"NOW THE
FHARFZ AND FLATE AREKNOWW ¥OU WO
N'T BE ZURPRIZED"
430 DIEPLAY ATC14+12:"TO LEARN T
HAT WHEN THEZE AREFLACED IN THE
KEY ZIGNATURE THEY ARE USED IN T
HE OFDER THAT THEY AFPPEAR IN O
THE CIRCLE OF FIFTHZ AND FOURT
H="
440 DIZFLAY AT (1913 "CHARTS. " @
¢ GOZUE 1210 :: CALL CLEAR :: DI
SPLAY AT (12s 121 "NEVER MIX SHARPS
AND FLATE IW A KEY SIGMATUREs
THIZ IE REGARDED AZ EAD NOTATION

430 DIEZPLAY ATC1S.13:"AND ABOVE
ALL ELZE IZ RATHERCOMFUZING. =H
ARFZ AND FLATSCAN BE MIXED OM TH
E =TRAVE BUT WHEM THIZ IZ DONE
YOU  WILL EE WORKING IN A MINOFR

450 DIZPLAY AT<20s13:"KEY NOT A

MAJOR. " :: GOSUE 1210

470 CALL CLEAR :: DISFLAY ATC1Zs

13:"DEFINING CHART WOW" :: GOSUE
1110

430 CALL DELEFRITECALLM:: CALL ©

LEAR :: PRINT "KEY ZIG. PREZS

o I

T

450 PRINT E E
E E
F ZHRRF Fz
L ZHARF CE

SO0 PRINT "——-me—me J—

F P
E FLAT EF E
FLAT EF™
S10 PRINT " A FLAT AF

8] BUIT": @ 1: DIz

FLAY AT (1s12:"CHOOZE EEY SIGHATU
RE"

20 ACCEFT AT <23 13 WYALIDATE CUARLF
HAXZIZECEX K$ 1 IF KE<>"Q" THEN
530 ELZE CALL CHARZET :: s50TO 1
a0
230 CALL CLEAR :: FOR R=2 TO 10
ZTEF 2 i3 CALL HCHARCRs &2 332265 1
P NEXT R :: GOSUE 1170 :: IF K<
>"E" THEN S50
340 CALL EPRITE (#1:120:5:5:500 ¢
DISFLAY AT<12s13:"EEY OF 5 MAJO
R" :: GOZUE 1210 :: GOTO 420
230 IF KE"D" THEN S&0 @ CALL
SPRITE (#1s 120352 S S0 #22 1202 5. 21

a70b s DISPLAY ATO1Zs13:"KEY OF

I MARJOR™ :: GOSUE 1210 :: =070 4
= i
260 IF KE<:"A" THEHW 570 :: CHLL
EPEITEC#ls130!5!555U!#E!13355a31
1P R I20+5: 12900 1 DISPLAY AT
12212 "KEY OF A MAJOR" :: GOZUE
1210 ¢ 3070 420
a0 IF KE<:"E" THEM S90 :: CHLL
EPEITEi#IsIEUSSSSSSDs#Es13055!31
s?ﬂ:#3513035$1$909#45IEUsS!Elsll
0xi: DISPLAY ATC12« 122 "KEY OF E
MAJOR" :: SOZUR 1210
S20 5070 4310
220 IF K¥<:"E" THEN &10 :: CAHLL
EPRITEi#I!IEUSEESsSU!#EsIEUSSsSI
s?ﬂ!#3s130!55159ﬂ:#45IEUsS!EIsII
Ds #5120+ S 464 12000
00 DIZFLRY ATC12s 12 "KEY OF E M
ARJOR" :: GOSUER 1210 :: =070 430
610 IF K$<:"FS" THEN 630 :: CALL
EPEITE(#I!lEUSSSSSEU!#ES123!5!3
1!?0!#3!130!5!1590!#4:183!5321!1
10:#5:120:5: 46 130



€20 CALL SPRITE(#Es120:5: 121500
:: DISPLAY AT<12:12:"KEY OF F =H

ARF MAJOR" :: GOZUE 1210 :: 2070
450

620 IF KE<>"C5" THEN £50 :: CALL
EPRITE #121C0s S5 550 #2120+ 52 3

IaF s #3120 5 1290 #4421 20:5:210 1
102 #5120+ 5452 13100

&40 CALL EPRITECH#S: 12025212+ 150
Tal20aSs 371700 22 DISPLAY AT1Z
s123"KEY OF C 'HHRF HHJUF 12 30

SUE 1210 @3 bDTD 43

&S50 IF KE-"F" THEN th :: CHLL

SPRITE i#1.» 1c4~J~:T-qU'== DIZPLAY
ATC12s. 122 "KEY OF F MRJOR™ :: 30O

SUR 1210 :: 5OTO 480

650 IF KE<>"BF" THEN &70 :: CALL
EPRITE #1124 S+ 37 s S0s#25 123+ 5
12:70x3: DISPLAY ATO1E2s12:"KEY O

F B FLAT MAJOR™ :: GOSUE 1210 ::
=070 420

670 IF KE<>"EF™ THEN &30 :: CHLL
SPRITE #1+124s5: 37 S0 #Z: 12445,
12: 70 8321245246302 22 DISPLAY

AT<12s 122 "KEY OF E FLAT MAJOR™ :
: bDuUB 1210 :: GOTO 4240

630 IF K$<:"AF" THEN 480 :: CAHLL
EPRITE #1124+ S5+ 37s S0 #22 124+ 5,
127 U!#M!1:4su-4t-4U-#4 124:5:21
s 1100

&30 DISPLAY ATC12«10:"KEY OF A F

LAT MAJOR™ :: GOSUER 1210 :: 5OTO
4210

v00 CALL CLERR

?IU CALL CHRR (34:RPTEC" 1U 181135

ﬂcULUcUd“cUEIEUL 336 101U1”1”
lﬂ’ﬂﬁﬂt 2137 lFlﬂlﬂlniﬂ”nFlt 2 33
s "EOZ0202020EQEQC " » 33 " 000000000
OFF*"3
vl DISPLAY HT%IE!I}:"BHE LINEZ
ARE USED TO ZEFERATE THE M
UZIC INTO THRTOF THE TIME =ZIGNAT
HRE."” :: CALL HCHRR(Ss1.33:322::
l'FILL !HHF T PRCE FRC)
30 FOR C=¢& TO 12 =TEP 2 :: CALL
HCHHP'I!rﬂ Sxii NEXT C :: CHLL
YCHRE tds 14. 343022 CALL HLHHP‘!!
G352 CRLL HCHARE (S S35
ALL HCHAR {S222s 373 _
740 CALL HCHARC{Ss23:38>:: CALL Y
CHAR ¢4+ 2523423211 CALL HCHAR(S.Z
Ta3E3 10 CALL HPHHF'5539335?33 CH
LL YCHAR t4s31+34:32 2 GOZUR 1210

i DISPLAY AT 4, I'RIEEQI}="4"
o0 DISPLAY AT (B 13SIZEC 224" ¢
: DIEZPLAY AT<12s:13:"1IF %¥0OU HAYE
A TIME OF 4-4,. A= IN THE AEROYE
EXAMPLE s THEN AFTER THOSE FOU
FE BEATS ¥0OW PLACE A'BAR LINE."
el DIZPLAY AT(17s12:"1IF ¥OU HAY
E A TIME OF 3-4 THEN THE BAR I
= PLACED AFTERTHE THIRD BEART AND
=0 ON.™ :: BOSUER 1210 :: GOSUE

122

770 DISPLAY AT<1Z2:12:"THERE IS R
SHORT LIET OF COMMON SIMPLE
TIMEZ IN THIZ PROGRAM." :: GOSUE
1210 :: GOSUR 1220 :: DIZPLAY A
ToiZ2s 122 "LIZTEN TO THE AEOYE E=A

MFLE"

720 DIZPLAY RT3 12:"AND TRY TO
FOLLOW THE WOTEE" :: FOR R=1 TO
4 1: CALL ZOUNDCSO0.262R3:: HE

AT B 2 CALL SOUNDCIOO0s282s 02
CALL Z0UNDS nu.upuqlr

730 FOR R=1 TO 2 :: CALL S0OUND:2

SOs2ESsR+12: NEXT R :: FOR R=0

TO 1 :: CALL SOUNDCIO00:252sRys:
ME=T E :: DIZPLAY AT(20:1>:"FLA

Y TUNRE RAGARIN Y-N"

200 CALL KEY O OaEs 3= IF Z=0 THE

M 200 :: IF K=8%9 THEd Feil ELIE 1

50

210 CALL CLERR :: DISFLAY AT1S:

1:"THE FOLLOWING LIET OF ZIMPLE

TIME ZIGHNATURES WILL SIVE Y'ou

AW UNDERZTAMDING OF HOW HOTES =H

OuULD BE GROUFED AND™

20 DISPLAY ATd1&s:12:"WHERE THE

BEAT=s OR PULZEZs ARE. ERACH TIM

E ZIGNRTURE PHD ENM WILL BE ACC

OMFANIED BY A ZHORT TUNE. HHE &

O=UE 1210 :: BOSUE 1220

230 DISPLAY AT<12s12:"IDEALLYs ¥

Ou ZHOULD BE ARELE TO LOOK RT A P

IECE OF MUZIC AND ENOW WHAT THE

TIME ZIGNATURE IS JUST BY L

OOEINGAT HOW THE MNOTE: ARE GROUF

ED."

240 DIZFLAY RT 17122 "THIZ OF CO

URZE TRKES R BIT 0OF FRACTICE =0
WE WILL LOOK AT WHAT THE MNUMEER

= MERN FIER=T." :: GOZUER 1210

i BOEUE 1220

250 DIZPLAY ATC1Z2:12: "IN SIMPLE

TIME THE FIR=T HUMEER 1= THE

NUMEEER OF " BEATE PER EAR AND

THE ZECONDNUMEER 1= THE TYFE OF

EBEART."

S0 DISPLAY ATC1F:1r:"4-4 FOUR

CROTCHET BEATE FEREAR

2<2 TWO MINIM EER
T FER ERE
22 THEEE QUAYER EBEATZ FE

FE ERR"

270 GOZUER 1210 :: SOZUR 1220 ::

DISPLAY AT <12s 12 :"0BVIOUSLY YOU

DON'T HAYE TO FILL A BAR IN 4-4

TIME WITH FOUR CROTCHETS. wOu C

AN UZE SIXTEEM SEMIQUAVERS IF %O

o

320 DISPLAY ATC16s1:s"LIKE BUT T

HERE MUST BE FOUR PULSES OTHERWI

ZE ¥OU WON‘T BE COMPOSING IN 4~

4 ZIMPLE TIME.™ :: GOSUB 1210 :

: GOSUB 1220 '

7



890 DISPLAY ATC(12s12:"DEFINING C
HARE NOW" :: RESTORE 200 :: FOR
R=1 TO 1& :: READ CHsCH¥ :: CALL
CHAR CCHsCH$>:: NEXT R
200 DATA 96 02020202020E1E0C 37,
OCORDAOADS3EYE3, 98, 101010101 0709
0692 IF101 010107 0F 16+ 100 EQ2020
S020ENENC, 101sFF20202 02 0E1E3C
210 DATA 102:CO040404040C0C08 103
+FF40404040C2CTE2, 104, 2080202020
S08: 105 1IF101F1010F0F 16 106 FF20
FF2O20EIE3C1s 107 s FF40FF4040C3C7S
> .
320 DATA 108, 001Z2E04040503s 109,
03080202 0838793 32, 0000000000FF
34, 302020802020202
920 CALL CLERR
940 PRINT :
ESE

:"TIME SI5. PR
3.4 44

359 24"
50 PRINT = =" Q99 BUIT
L ! ACCEPT AT c22s1xYALID
ATECDIGITY» :KS :: CALL CLEAR :: I
F K3=999 THEN 150
960 IF KES<{>44 THEN 1030
970 RESTORE 980 :: FOR R=1 TO 15
¢ READ AsBsCsD :: CALL HCHARA
aBsCeDdz: NEXT R . :
980 DATA S:1:331 3215151962115+ 3,
9631355123962 1351 161363 1:5:20:36
11353243963 1:5: 22396, 1
990 DATA 2513333321584+ 96: 15+,
10851+385 105973138+ 1239631301641
023 1+2+s1839F:1:8+20s960 1
1000 DISPLAY AT (4s 1)SIZEC1y: 4"
:: DISPLAY AT (62 12SIZEC1> 24" ::
CALL YCHAR{4:4:24,23:: CALL “CH
AR(4,18+3452):: CALL YCHAR (T 633
433222 CALL YCHAR 724+ 34,30
1010 FOR R=1 TO & :: CALL =OUNDC
30049451321 NEXT R :: CALL =0UN
DCS00-440s 1222 CALL SOUNDCSO0s41
Se12:: CALL SOUNDCSSOs44000:300:
¢ CALL SOUND2S0:370s10
1020 CALL SOUND:SO0s440:12:: CAL
L SO0UNDC(2S0:44000, 3002 CALL =0uU
ND2S0s320s12 22 CALL SOUNDCSO0s4
15s1>:: GOSUE 1230 :: GOTO 1010
1030 IF K2<>34 THEN 2320
1040 RESTORE 1050 :: FOR R=1 TO
15 :: READ AsEsCsD :: CALL HCHAR
CAsBsCaDxz: NEXT R
1050 DATA 531333+ 3215:5:1 96315+
19631155 123963 1:5: 181962 1:5:22:9
B31:5:2639621:85 1333432
1060 DATA 2545963138129+ 1:8:12
19651285 18+96351:8:22:99:1:8:23, 1
0051+8+25:961 1
1070 CALL YCHAR(4:4s34:2>:: CALL
VCHAR (45 1653452):: CALL YCHAR (4
130:34522:: CALL VYCHARC(7»16:34,3
>:: CALL YCHAR({7»29334:3)

8

1080 DISFLAY AT<4s123IZEc1y e 3"
:f DISPLAY AT(G:12SIZEC1y: 4" 13
CALL SOUNDCS00.330+13:: CALL =0
UNDCSO0s440s 1222 CALL SOUND SO0,
639 122 CALL SOUNDSO0,292.15 _
1090 CALL SOUND<SO0:65913:: CAL
L ZOUNDCS00s440:12:: CALL SOUND<C
S00s370s 1222 CALL SOUNDCSO0: 440,
1> CALL S0UMDCSO0s659,13:: CAL
L S0UNDCS00:349: 10
1100 CALL S0UNDC2S0:S8Ts10:: CHL
L ZOUNDC2S0:S54s 1325 CALL Z0UND ¢
S00s44041>2: GOZUE 1230 :: =070
1080
1110 REETORE 1120 :: FOR R=1 TO
28 :: READ CHsCHE :: CALL CHARC
HsCHE>:: NEXT R :: CALL CHARC120
242 4FF242424FF 2424 " 4RPTEC" 0" 5
035124 " 40404 05EE2424CT 0 " LRPTE C"
0"s5232:: RETURN
1120 DARTA 33 FF 3400000101 02020
404:35:USUEDEIDIDIUIUE:BEsEDEﬂED
404040404 37404 04020201 01 00C« 22
102013239 01 060404040403
1120 DATA 42, 0000000101010101,43
P D202020202020202 135, 02030606 0A
122242, 58, 422202 0202020202 59, 02
I20202031E222C 60 42424242924242
B
1140 DATA Bl IENE 002 02020208 62
sOZFFO10101010101+6301010101010
101FE»64,000000001E214040,91+202
02,92 00010106081 060093, 8
1150 DRTA 94, 00000000FC03,35s 000
DDDDUDUUIUED4:96:18E39?500000000
0000204,92,40404 0404040208239, 00

GO00o00000CO2s100:10101010101010

2

1160 DATA 101.202040408
1170 RESTORE 1180 :: FOR R=1 TO
©8 ! READ RXsCXsD¥ :: CALL HCHA
R(REsCHsD¥E)2: NEXT R :: RETURN
1120 DATA S+ 342612135 Ta 22 2642
1 AT 2 38 100 29 390 2 30 420 30 3
43,4333 135353 21581632959 Ta e 60
1190 DATA Ss33s6139: 2162 100 3063
134064523 4:91:31 4192144292050 3 s
BI04 96311519723 5,93
1200 DATA 2552932 5:5: 99735+ 100,
S250101
1210 DIEPLAY AT<24.9):"PRESS ANY
KEY" :: CALL KEY<{0sEsS):: IF S=
0 THEN 1210 :: RETURN
1220 FOR R=12 TO 24 :: DISPLAY A
TCRs12:™ " 2: NEXT R :: RETURN
1230 DISPLAY AT (24s1>:"PLAY TUNE
AGAIN Y~-N" :: CALL KEYCOsKsS)::
IF S=0 THEN 1230 :: IF K=39 THE
N RETURN ELZE 920



KRUNCH * KRUNCH * KRUNCH * KR

THE LIST
*hkkkhkkkkk
PAGE TITLE
&k kK gk e ok ok ko ok ok ko
9 ALIEN

BY- M.MENDES

= e il

14 TRENCH ATTACK
BY- P.HUTCHISON

khkhkhhhkhkhkhkhkhkhhhkhkhkkhhkkhkkkkk

BOTH PROGRAMS IN EXT. BASIC

KEYBOARD KRUNCHERS

PRSSES A

YOU MUET PREZ 3 SCREENE
TO PICK 1 PERDON ROCKE
WHICH I3 EZZENTIAL FOR
YOUR FLANETZ: SURYIVAL.
THE MIZZION WILL BE
COMFLETED HFTEE YOU HAVE
COLLECTED S PERON ROCEZ.

——FIREZT SCREEN--
AL IEN ATTACK:

KE¥E £ = LEFT

I = RIGHT
ZPRCE EBAR = TO JUMF
@ = T0 FIRE

YOU MUET HIT A NUMEBER OF
FLYING SRAUCERE

i —-ZECOND ZCREEN--

P 1N zPACE 4

KEYE: E = UP
¥ = DOWN
@ = FIRE

—~THIRD SCREEN--
H=ALIEN HOMEBASExW

| KEYS & = LEFT
D = RIGHT
® = FIRE

KRUNCH ;
KRUNCH * KRUNCH * KRUNCH

_KRUNCH_* KRUNCH

104 RANDOMIZE

119 VO INITIAL COLORE :
111 FOR E=1 7O 4 :: CARLL COLORCE
sils1330 MERT E it FOR 7=5 TO &

i: CALL COLDR<T»7als8s NEXT T
120 CALL CLERR i CHLL ZCREEN:Z:
P: CALL MAGNIFY (33

iz REN ## INITIAL CHARCTERS =
123 CALL CHAR (337 00000030300000
rqm

131 CRLL CHRE(£4: "FES12DAGRNILSL
“E )

140 FOR T=£5 TO 20

141 CALL PD‘ITIDH.#i;H;T)::
»=240 THENMN 1390 '

150 READ A%

120 CALL CHRE ST " 00 aA%:

1 ONEXT T

e
-

Ccct?sylbncFﬂEanDCL;,LULn[nEnrﬂ
COFEsCEEEDEDECECACE » CEEEFSDECEDS
CEs FECECARCECELEFE, FElr'cFEPULﬂEU

cil DATA FECACECEDECEFEFLILA
rbLgLa-FELﬂ[nFEnrthE FCzaza
SO0 CACECACECAECEFE. 22 2K

_f!lthLFanhEErh'ltt-w




<11 DRATAR FENAROQCISIOSOFE

o= CALL CHARC12S. " 0101 01 O30F3FT
FrEVFZELCOO00000000S 0303 0L OF OFCF
EFEFEFCI20000000000")

20 EEM £+ ESPLOSIONL =+

F30 CALL CHARC136s "021C1IFEFRETT
RFOVAZDTAODZFOREL 2014 062ECFDAFSEER
FSEECECACFERDASS4 00"

240 FEM #+ EXFLOZION & ==

SEMORAOC 020100000

351 REM #5 INICIALIZAR =3

352 MI=0 i1 LA=100 :: PER=0 :: L
255 Deil CHAR (46 5 * 0000000002000 0
370 CALL CHAR 31" 00000010221 000
gg??CHLL CHAR (36 s " 01101 07 D33F 7FFF
g%?fEHLLoCHﬂEﬁ??a”UﬁEDEO?USSE4FE
igngHLL CHAR £33, " 000001 0307SFFF
STPfEHLL CHAR (395 203 04 04 0REASED
ggG{CHLL CHAR €100 10101 0387474F

) .

421 CALL CHARC1OS, "FFOOOOFF OO00F
FFE e 109 "O0FETEFETETEQOFF " s 110
REFTE " 32" e 1632 111 o RPTE S FC" e 160 Y
422 CHLL CHARRE C138: "0l 030201 "2FFT
FO 0" 24 B BOCOC 020 &RPTEC" 0" s 24
y’

327 BOZUE FTlo

428 BOZUE 450

432 =070 1004

430 FEM #% EBACKEGEDUND SCREEN =
455 CHLL CLEAR

40 DIZFLAY ATC1S+S»:"WRIT A HMOM
ENT FPLERZE™ :: FOR T=1 TO S00 ::
MEST T ¢t CHLL CLERR

451 CHALL COLORGEs1+1+8r 11D

470 FOR T=1 TO 100 :: CALL HCHAR
CINT CRHDSEZ2 +1 2 INT SRND=3 10 +1 460
$r MNEST T

420 FOR T=1 TO & :: CALL HCHARCI
HT CREMD=292 +1« INT CRHDES10 #1910 22
HEST T

420 A¥=""abcdbc addbodeb adbed b
d acdbicd”

SO0 CO=22 :: cOZUE S50

210 AE="hkkikkkkhkkkikkikkhkikhk
htkikkhi™ 1@ CO=23 :: GOSUR 550

20 RE="kkikkkikkkikkkikkikkkikk
Ekkkkikk™ =1 CcO=24 :: GO0:ZUE 550

=40 070 S6e

250 FOR T=1 TO LEM<A®>:: CALL HC

HAR COs M4 T ASCCZEGE AT To 20 22

MEXT T

S0 FETURNM

SEefe RETURN

10

700 REM #x MAIN SCREEN ==

710 CALL CLERR

730 AF="ALIEN" :: B=1 :: K=10 ::
LIN=20

731 CALL SPRITECH#1:128s45 159 15
Dad o

740 CALL FOSITIOM<#1.COLI

720 IF LI*LIN THEN 760 ELSE 740 )
FE0 CALL MOTIONC#1.0s002: CALL =
FRITECHS s 132211+ 163 LI+1s =100 )
frild CALL POSITIOMCHESCsDr22 IF C

32 THEN 770

7E0 CHLL MOTIOHC#2.0s002: CALL &

OUNDC220.~-Fs 0322 CALL PATTERMC#2
2136828 CALL SOUNDCZEZ0s—F+Soc:

ALL PATTERHNCH#Ss 1407 :: CALL =OUND

. C400s -5 50

730 CALL DELSPRITE:#Z»:: DISFLAY
AT s EY tZEQTECAT Bl 2 K=EK+2 33
IF B=LEN:A%>THEHN 200 ELZE E=EF+1
: LIN=LIN+1E :: CALL HMOTIONCH1

s 0100

T35 B0OTO 740

200 CALL DELEZFPRITEC#12:: DISPLAY
AT (S22 2 "@1985 BY MAMUEL MIGUEL

810 DISPLAY AT(115100:"EXT  ERASI
o

820 FOR T=1 TO 10 f: CALL SOUNDC
=600 INT (RND#2 0000 +500 2 INT (RND
#2D00% +500s 25 INT (RND#20003 +500s 2
vt HEXT T - =

- @80 EETURNM

39 GOEUE o000 . o

1000 REM #% FIRST ZCREEMW =%

1002 CALL CHAR (128, 0101 01 030F3F
FEPFYFZELICO0000000003 020805 0F 0FC
FEFEFEFCIS0000000300"

Lo20 CALL CHARC124. 207 0FEF0SA5S
SDASSSASASSTOFET 02004 0E 1F GERASAH

FCAFAFFCTSENS0000000"y

cDDFFFIETFSASDEAZF 1 ESSFCTCISECER
ERFDFFEDFEAEDDREFESC ")

1051 PR=INT{3+PER=Z.2-1.33:: ZFD
1=-5-PER :: LA=140 :: OYHN=4+FER=
c

1052 BF="UFO°Z" :: E=0YN :: GO3U
E 9000

1050 CO=65 1

1070 OC=¢ :: LI=2%

1020 CONT=S

1030 FOR T=CONT TO COMT+& :: CAL
L EPRITE(#T+ 124 INTCRND=133 43,00
sLIx2: LI=LI+32 2: MEXT T

1091 IF CONT=11 THEN 1115

1100 DC=0C+14 :: CONT=CONT+3 ::
CO=CO+22 :: LI=35+0C :: 5070 109
i

1115 A=INTRND=S)+4 =2 FOF T=S

O 7 ¢ CALL MOTIOM #Ts0sA22: MNEX
TT .



1116 A=INT<END=-22+-4 :: FOR T=2

TO 10 :: CALL MOTIONCHTGaR2 22
HEST T

1117 A=INTiEMD#Z2x+4 i FOR T=11
TO 13 :: CALL MOTIOMC#TsOsR>:: H
EAT T

1112 MO=0

1119 CALL SFRITE (#2120 1544524
Za D ZPDLY

1120 CALL SPRITE (#1s1288216+120s1
HT CRND=1 S0 +2 00

1121 CALL SPRITE (#d:11es15: 1782
42 Ne =72

1330 CALL COIMCCALLsD»:: IF D TH
1331 OYHI=INT iRNDs2»+1 2 IF OY
NI<>S THEM 1396 :: CALL HWOTIONCH
Sefie 033t CALL POSITIONCH#IsHsE»::

El=INT<{BsS0+.9>:: CALL YCHARCY
sBls111.152

1392 CALL COINCC#1+180:B1583-7s3y
Ext: CALL YCHARCT:B1s32s152:: CH
LL MOTIOM #3s0sSPD1>:: IF E THEN

F0ZUE s000

139 CALL EEY(0sKsS>:: CALL COIN
CCALLsD»2: IF D THEN 3000

1400 IF MO=0 THEN 1406 ELSE CHLL

FOSITIONC#ZsRsE>:: IF R<41 THEHN

CALL DELEPRITE(#2>:: MO=U

1406 IF 5=0 THEN CALL MOTION #1.
D.res BOTO 1320

1407 CALL COINCCALL.D>:: IF D TH
EN Z000

1402 IF E=53 THEN CALL POSITIOMC
#1laay22s IF Y<14 THEN CALL MOTI
Onc#ts 0022 GOTO 1390 22 ELSE C
ALL MOTION:#1.05-9>:: 6OTO 1330
1420 IF E=f2 THEN CALL FOSITIONC
#lexa¥3es IF Y2242 THEM CALL MOT
IOMc#1s 0. 0222 BOTO 1390 :: ELZE
CAHLL MOTIONG#1s0.92:: 0OTO 13590
14320 IF K=31 THEN GOTO 1500

1440 IF K=32 THEN CALL MOTION#1
e 023 BOTO 1500

1450 CALL MOTIOWC#1.0,02:: 6OTO
1590 o
1500 IF MO=1 THEN 1330

1501 LA=LA-1 :: DISPLAY AT <453
"rrSTRECLAXE" "3t IF LA<D THEN

A%="¥0OU RUN OUT OF LRZER" :: O
TO =000

S04 MO=1 :: CALL MOTION (#1s 0.0
:: CALL POSITION (#1sRsE>3: CALL
ZOUNDE-110:300s2940054:500s02 28
CALL SFRITE(#2s132y14sR-55Es-18»
ez 5070 1290

1522 REM #¥ JUMP #*

1600 CALL DELSPRITE(#E»:: CHLL P
OSITIONC#1:XsY>2: E=18 :: FOR T=
179 TO 163 STEP -2 ! E=E-2 :: C

pu

" ALL SDUNDC-100s-7sED

1505 CALL COINCCRLL«D»:: IF D TH
EN SOSUE 6000 3 CALL LOCATE C#ls
12020 6OTO 1120

1610 CALL LOCATE <#1sTa'rss HEST
T 3
1620 FOR T=1 7O 70 2 HNEST T
1630 FOR T=1&3 TO 120 ZTER 2 &8
E=E+2 :: CALL S0UNDC-100:-FsEx::”
CALL COIMCCALLsD»:: IF D THEN i
OZUE 000 =3 CALL LOCATE C#1s1Z0s
Yaz: 0OTO 1120
1540 CALL LOCATE (#1sTsYWri: NEKT
s 07O 13290
Z9%3 REM ## CALL COINHC ==
2000 CALL MOTIOMG#2s0s0023 CHLL
COIHC c3«#2s 16, C0C 2 IF COC THE
Hoz00l :: CALL COTHCC#1.#4.16.C0
Cyes IF COC=0 THEW 2010 ELZE 60z
UE s000 :: 2070 1120
3001 CALL MOTIOM c#1.0s00:: CALL
DELSPRITEc#2»:: CALL COLORCHZs7
12 E=200 :: CALL MOTIOHCHZS0. 00
2002 CALL SOUNDC-100sEs022: E=E-
16 :: CALL POZITIONCHZ.EsRx:: IF
Ex170 THEN CALL MOTIOMCHZs 0s 003
: GOTO 2003 :: ELZE oOTO z002
3002 CALL ZOUNDC-220:-7s0r2: CHL
L PATTERN #3:125>:: CALL =0UMDI-
220s—-6s2>:: CALL PATTERN CH#3s 1400
:: CALL SOUND(-S00s-5.52
2005 CALL DELSPRITEC#3::: OYN=OY
M-1 :: DISPLAY AT (2s152:STRECOVN

U AN |

ye" vs

2006 IF OVH=0 THEH 4000 ELSE o0OT
0o 11i% _

2002 /070 1112

3010 CALL MOTIOH C#Ss 100 0

2013 CALL SO0UNMDC-40s 11012001
—EaSrs: CALL SOUND-40:220s 10415
11a-5Sa A

3014 CALL FOSITIOMCHSSEsE»2: CHL
L COINCC#1:180sRs 18200022 IF CO
C=0 THEM CALL DELSPRITE:#2»:: &0
TO 1390.3: ELZE CALL DELEPRITE<H
Zr2: ROZUR &000

2015 o070 1120

4000 REM #+ ZCREENH & %

4010 GOSUE 10000

4020 LIVEZ=LIVE:S+1 :: MI=MI+5 ::
E$=" ASTE" :: AZT=6 :: EB=RZET ::
DIM AS¢9x:: FOR T=32 TO 2 3 A=K
Tr=124 ¢ NEXT T :: GOSUE 2000
4030 CALL CHAR <115, 000000000001
02050301 "&RPTEC" 00" 110 & "SOCOEQC
020000000000000" 2

EOFOFOEOCO0000D00000"
4050 CALL CHAR (124" 0001 061E353:H
DSAADSEA1S1FOFOF 020000CEOFSFCFC
TEBFYFFFFEFCFOCOS000")
4060 CHLL CHAR <122 "4FSOFEFFFOFY

11



4020 FOR T=1 TO 4 :: DISPLAY ATC
11:32:"AETERDID BELT COMIMG ft™
! FOR E=1 TO 5 :: CALL SOUNDc1.

SE0EF0s 02 NEXT E 2@ DISPLAY
ATCL1 30 2RPTEC™ “s23032: FOR R=
1 70 100 22 MEST R

4090 MEST T @ SP=3IFPD1

4031 CALL ZPRITE (#1+123:15s100:1
43

4100 T=50 2: FOR E=3 7O 2 :: CAL
L ZPRITE CHEs 124 INTCRHD=132+3: T
24y Oy INT CRND=ZFDLY =100 32 T=T+17
it HEST E

4110 CALL KEYC(OsEsSr:: CALL COIN
CuALLsGr 3 IF 0 THEN 4200

4111 IF MP<>0 THEM CALL POSITION
thsEsF22: IF E>100 THEW CALL DE

LEZFEITE(#221: MP=D

4115 CALL COINCYRLLs@»:: IF @ TH

EM 4200

4121 IF ==0 THEN CALL MOTIOMC#1.
J: 033 GOTO 4110

3130 IF K=69 THEN CALL FOZITIONC
#lavaW2 2t IF ¥<59 THEN CALL MOTI
OWC#1-0. 0228 50TO 4110 =2 ELSE

ALL MOTION#1s-8«02:: 30TO 4110

4140 IF K=282 THEN CALL POSITION®
Blodaa2t IF XKr145 TQEN CALL MOT
IONC#t. 00022 GOTO 41710 :: ELSE

CHLL MOTIONC#1.S.002: 5070 4110

150 IF KE=31 THEN IF MP=1 THEN 4
110 ELZE CALL MOTIONC#L1s0s002: 5

arg 4170 5,

4120 CALL MOTIDNC #1s0.00:: 5070

d110 '

4170 LA=LA-1 :: DBISFLAY AT<4:.9:
T-TRETRECLAXE" "S:: IF LA<O THEH
HE="Y0OU EUN OUT OF LRZER" :: 30

T Sa00 v

4171 MP=1 ¢ CALL SOUNDC-200s-5,
Pri0 CALL POSITIOMC#I+¥a%2:: CAL

L ZFRITECHZ 1229 14+ 5a 28 020 22 5

aTo 4110 ,

4150 5070 4110

4200 MP=0 33 CALL COLORCEE2>::

CHLL MOTIOMC#1s0s 0s#2s 0e SPD1=-20

4201 FOR T=2 TO & :: IF AS(Ty=11

& THEMN 4302 ELZE CALL COINCS#2.#

T:1dsTip2: IF D THEM 4210

4202 NERT T

4202 R0ZUE 000 :: 3070 4110

4207 CALL DELZPRITE<#2»:: 50TO 4
110

4210 CALL FATTERMCHT, 1382 2: CALL
ZOUND 200 =6 0722 AS(TI=RZ (T -

4 12 IF AZ<T»<>112 THEN 4220 EL:

E CALL DELZFRITE<#2»:: RAZT=RA=T-1

P DIZFLAY AT 2140 :"-"8ITREAS

éil CALL DELSPRITEC#T»:: IF R:T
{

12

4520 CALL DELEPRITEC#ES»:: CALL P
ATTERN(#TsAS (TH)

4321 6070 4110

2000 FEM #% ZCREEN 3 &=

S001 SO0ZUE 10000

2013 LIVES=LIVES+1 :: ALI=PER+:
P2 M=0 1 TIME=150 :: MI=MI+5
2020 BE="ALIEN" :: B=ALI

2021 GOSUB 3000

2023 CALL CHARC116s "00050R172FSF
FICDEFTFISSCEF 17 0ROSO 04 0AIDOESF 4
FZECFAFC3274ESDOAN4 0" )

2030 CALL CHARC1Z0sRPTEC 01"+ 160
ERPTRC"30" s 1623

20253 CALL CHARC132."01030301"%FF
THC 0" s 240 &"B0CO0CO20 " XRPTEC 0"y 2
413

2040 CALL CHAR (128, "000000000101
D1030F3FFFFFYFIELCOUO00000008US0
SOCOF OFCFEFEFETC3300" )

3041 CALL ZPRITE(#151858+165 17301
HT (RHD#2413 +12

3043 CALL ZPRITE (#3: 116 INT (RND#

- 1334360 INT (RHD=2400 +12

2060 CALL COINCCRLL+ID:: IF D TH
EN 5100 ELZE W=INT<RND#3+1>:: ON
W GOTO S065+5067:5071
2065 CALL MOTIONCH#2.0,200:: CALL
MOTIONC#S,0000 22 CALL SOUNDC-1s
=2+ :: BOTO 5071 _
2067 CALL MOTIOMN (#3:0.-90%:: CAL
L SOUNDC-1s-2s 0022 CALL MOTIONCH
ENITRIN
2071 E=INTCRND=100+1 1: IF E<»7
THEN S075 ELZE CALL FOSITIOMCH#3Z.
EsRit: CALL SPRITE (844120 13220
Frss CALL SOUNDC-220:~6+232: CAL
L DELZFRITE (#4>
2072 CALL COIMC #1173 Ra10sDins:
IF I THEN GOZUE €000 :: sOTO S0
075 CALL COIMCEALLsD»:: IF D TH
EM 2100 :: IF M=0 THEN S07F ELZE
CALL POZITIONCH#S«EaYa:: IF <56
THEN CALL DELSPRITE:C#Zr:: M=0
2077 CALL EEYa0sE.Zr:: IF Z=0 TH
EN CALL MOTIOM<#1.0s03:: GOTO S0
L3 1)
2030 IF K=33 THEN CALL MOTIOM<#1
s (=303 23 CALL MOTIONC#1.0s002:
=070 S0en
2095 IF K=&2 THEM CALL MOTIOM: #1
s 030028 CALL MOTIOMS#1«0s0022 5
aTg Soeo
S0%e IF K=21 THEN IF M=1 THEM S50
o0 ELZE S150
2092 CALL MOTIDOM#1.0.00:: GOTO
S0a
2100 CALL COINCCHZ#3:16+I0:2 IF
I' THEN CALL SOUNDC-220:-Fsid e
CALL DELSPRITE(#2»:: CALL DELZPR
ITEC#3>:: M=0 2: ALI=ALI-1 :: DI
SPLAY AT (2s 140 s "-"83TRECALID 2"
i:: IF ALI=0 THEN 5500 ELZE S045



5150 M=1 :: LA=LA-1 :: DIZPLAY H
T3 e " ="2ZTRECLAXE" "32: IF LA
<0 THEN AfI="v0U RUM DUT OF LAZER
"o (3OTO =000
5152 CRALL MOTIOWNG#i«0.00:: CALL
FOSITION c#1:3s%2 5 CALL EZFRITECH
Se13222 14412025 02 23 CALL 20U
MEi-22=Ss22 2t GOTO S0:0
ssn0 FOR =110 TO S10 ZTER 20
510 CALL SOUNDC—400s 3y 0sb20-22 01
}== MEST = :: DIZPLAY AT C1Es12:"
=000t YOU PICKED UP 1 EDCE"
S5O0 FER=FER+1 :: MI=MI+i0 2 LI
VESZ=LIVEZ+1 :: FOR T=1 TO 500 =3
HEST T :: CALL HCHAR(1Zs 132227
n:s IF MI=100 THEH 15000 ELZE &0
Ta =32
5233 REM #x YOU LDOSE A BRZE##
EO00 CALL MOTION #1.0,0032 CHLL
VELZPRITE ¢#2»:: CALL SOUNDCZO0. -
Ss02:: CALL PRATTERM(#1:1362>:: CH
LL SOUND{200s-6sgrs: CALL COLORC
#19723: CALL PATTERNC(#1s 140
&002 CALL SOUNDC600s-7s52:: CALL
iDLUPL#I,Ib}== CALL PRATTERM{#1.
1362
010 MO=0 =2 LIVES LIVEE-1 &2 DI
SPLAY AT(2.23» 1 "=-"&STRELIVESI&”
“$:: IF LIYES=0 THEN AR%="%0OU EU
M OUT OF LIVES™ :: oOTO 2000
G012 FOR T=1 TO 100 32 NEXT T ::
CALL FATTERN(#1,128»:: EETUEN
7239 REM #¢ LOSE GAME ROUTINE %
2000 CALL DELSPRITECALLY:: CALL
CLEARR :: DI PLAY AT (1242 1A%
5001 CALL SOUND<220s110s0:: FOR
T=1 TO 200 :: HEXT T
=010 DI*PLH. AT 4adr s "% MI IUN
FAILED =="
2020 CALL SOUND(S20s123.00:t FOR
T=1 TO 200 =2 MNERT T
2030 DISPLAY AT(Ss 12> : "SORRY"S
S040 CALL SOUNDC220s147+02:: FOR
T=1 70O 200 25 NEAT T
2050 DISFLAY AT<11.42:"BETTER LU
CE MEXT TIME®
S0a0 CALL S0UNDCZ30:165,00:: FOR
T=1 7O 200 =3 HNEXT T
2070 DIZPLAY AT (14,7 :"y0OU COMPL
ETED "%STREFHMIN&"X"s
2071 DISPLAY ATC16s722
IZ310N"
2020 CALL =0UNDC-220s 175, 02
090 DI;FLHr ATC18,S»:"AND YOU P
IlhED "&STRE (PERY&" ROCK:S OF
PERONYO™ _
2100 CALL SOUNDC-220s 196, 00
2111 DISPLAY AT<{22s42:" WELL DO
MNE- ANYWAY"S
2112 CALL SOUNDC-220.220. 02
S112 507015030

* OF THE M

000 FEM #+ ROARD £

005 DISFLHH HTf:-ﬂ\="PERDH—“&3T

FECFER? & 73 o

VEZ-"LITREE Y LI ‘Ex : DIZFLAY AT

de 308 "LAZ LEFT STRECLA & MIZE

ION-"&ETREEHI G "

2006 CHLL HCHAR Cls2se 10327238 CH

LL HCHAR t3sgs 1032725 CALL HCHA

FoSegei02e 27 CAHLL YCHAR C1s101

10:50 08 CHLL WCHAR(1a29 110050

2010 .CALL HCHAR 11 1H4'=: CHLL

HCHRAR (G 110225 CALL HCHAE t5als

109322 CALL HCHAR C1s29 103228 CH

LL HCHAR cZ» 2351090 00 CALL HCHAR«

S 1090

9030 CALL COLOR0:Ss3»:: FOR E=1
TO 4 :: CALL COLORCEs11s12:: HE

“T E 3 FOR T=5 7O & =: CHLL cOL

ORCTelds 122 HEST T

S0S0 CALL COLORCSs11s1a3sidslsD

PHsZs 102 FPR?

2060 RETURN

10000 REM #+ HYPERZFHCE =%

10040 CALL SOUND (-42S50:2000s25s 2

00025 10002257

10020 FOR E=1-TO 5 :: FOR T=1 TO
S ¢: BOSUR 10400 :: CALL COLOR

C#TsCOrs: NEXT T :: MEXT E :: CA

LL DELSPRITEARLL>

10090 RETURN

10400 ON E 5070 10410,10420: 1043

(s 10440+ 10450

10410 CO=13 :: RFETURN

10420 CO=7 :: RETURN
10430 CO= 14 :: RETURN
10440 CO=5 :: FETURN
10450 CO=1 :: RETURN
14992 REM =% MIEZSION COMPLETED =
> . L3
15000 CALL DELSPRITECARLL»:: CHLL
CLEAR :: DIZFLAY AT d4si10:”
FHNTH*TIC -

15010 DISPLAY AT (Gs 133" YOU COMP
“LETED THE MISSION

- — e > o ————

15020 DIZPLAY AT 14-22:"1 BET %0
U CAN'T PO IT RSRIN"

15030 DISPLAY AT <23s32:"WYERE WE

50 FOR ANOTHER FLAY"

15031 FOR N=1190 TO 320 ZTEP 20 3
: CALL S0UND<2S0sHs0r:: CALL =00
MO 250 He Qo N+30 0025 CALL Z0OUNDC
S0 Hs De N+30s Oa N0 0352 NEST M

15040 FOR T=1 7O 200 :: NEXT T ¢
: 6070 252

13
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IF YOU HAVE A PROGRAM YOU WOULD
LIKE TO SUBMIT FOR LISTING IN
KEYBOARD KRUNCHERS, OR IN FACT
ANY ARTICLE FOR THE MAGAZINE,
WRITE TO ME:

THE EDITOR,
99/4 MAGAZINE,
1 MANOR CLOSE,
WESTON,
HONITON, DEVON.
EX14 OPE

ALL LISTINGS ARE NOW AVAILABLE ON
TAPE AT A COST OF £2.50 EACH,
THIS INCLUDES .POST & PACKING.
ORDERS TO THE EDITOR AS ABOVE.

R
ot ¥
wpe L0O% °
NEXT

FROG

THE

EEEEEEEEEEDE
14

1“ REM Truﬁ:% Attt =T
cil REM by FPeter Ha* hl'%'i:?
’ﬂ HIEZC=0 PNEDHI E

40 IC.HITS=0 23 FHLL HH

& CALL ZCREEM:Z»:: ‘AL
! BLEF=RFTE{"F"s i

70 CALL CHAR (362 BLETS 97 "SOCOEQOF
OFSFCFEFF 292 " 01 0307 OF IF2FTFFF
» 3 "FFFFIFIFOFOT 0301 " 1 G0 "FFFE

FCFEFOEQCOSO"

o0 CALL CHARPAT (9F:AE38:EBEx::

ALL CHAR (1 04+BLEE 10S+A% 1 05 BED

;Fs X

i CLEAR

30 CALL COLORCSs3s 11043030 160

S1ds 16450

100 RESTORE :: FOR A=1 TO 20 ::
FEARD ROWSCOLsCHR:NO :: CALL HCHA
RIROWsCOLSCHRESMNO> 22 MEXT H

110 DRTA 1:1+363 32321095424 2.2
100129230239 132231 Qh;thquﬁr
2 1a e 2o 1000193221299 143032

120 DARATA 9651:451:130:154;33599:
1519197131932+ 98 120512360 1
sE0 I 122053139891+ 20: 32496
130°DATA 1:s21s1+96s2+2113:975 12
1:30+:98+1+81+3139652:22:1:96:96
3”!16!106 1!22:1?~105:1'E?l1551ﬂ
&

140 DATA 1523216:104:2:23:158:105
1192451431064 1 24;15~104 4124419
11051
150 CALL COLORC(S+16+1+s6e16:1s701
Br1:3s1651) .
160 DISPLAY RTCS+T2:"TRENCH ATTA
Ck II" 2: DISPLAY ATC10s:"BY A
CE GRAMES™
170 DISPLAY . RT(14+52 2 "FRESS FIRE
TO PLAY" .
120 CALL KEY<1sFIREs3»:: IF FIRE
<x18 THEN 120 .
190 CALL HCHAR S+ 1432 7#32
200 REM dizrlav stars
210 CALL CHRR <33, 0000001318 >::
CARLL COLOR<1:1&s1>
o2l FOR AR=1 TO &0 :: CALL HCHAR:
INT (20#RND+2) » INT 26#RND+42 3 330 ¢
: NEXT A
230 REM set up srrites
240 CALL CHAR 102, " 0000307872330
VOFOF0733787230000000000C1ELECCE
OFOFOEOCC1ELIEOC")
250 CALL CHARC(112s"00200RN02ASY1
0420360150041 0004202RS044 0925041
1440124804Z2004">
cel CALL CHARC116,: "S040201008040
0000000040810204020010204021 0200
DGGDUDD20100804DEUI"}

¥0 CALL CHARC120,"00040402111A1
E1511ﬂ80804ﬂ4ﬂuﬂﬂ0ﬂ2ﬂ3H1ﬂlUE--ST
2DE321 010202
280 CALL CHRR (124, "00001 02328454
F4H;1:11?13000301GUﬂHHDﬂ4UHUHD13
1214242E4E493200C"



’QH CALL CHAR 1S3, "Go00d4 0EGS U030

FICAFIFOTO9S0EN4 QOOoQOBUdaE 42 0C
n;nF.Fulncnlann4"‘

300 REM # Planet Areroach #
’lu FET=INT (3*RND+S»:: CRLL LDELZ:
FRITE<ALL»:: CALL SPRITE #1s116,
12s33s 1122
320 CALL ZPRITECHSs 104+ IHT C3=RND
axde 3 INTCO7#RHD+4 00 o TNT C133=RND
+330 0
A0 CALL JOYETdls=msYre: CHAHLL EEY
(1:FIREs =2
240 CALL MOTION CH1«EGH -3 #1530
N =15
350 IF FIRE<»18 THEN 430
355 FOR A=1 7O 4 :: CALL =0UNDCL
O -Ss0r22 NEXT H
360 CALL COLOR<#1.92:: CALL COIN
Cifl«#Ss16sCo22 IF C=0 THEMN 410
A70 CALL PATTERMc#2.1122:: CHLL
COLOR #2202 : CALL SOUNDCEQDs -7
e 11000
A0 FRT=FiRT- t: IC=RCH+50 @ DI:
Fle HT'csuE;-I“E (LEN CSTRECECH D

393 IﬁHle THEN HSPLAY AT2
: J-LI S 1ZE LEN"TFiaQI;"-QTPTFSI
3 HISC=3C :
400 CALL DELEFREITE«#2»:: CALL 2O
LOFi#l«12re: IF FET=0 THEN 520 E
LZE 324
G100 CHLL COTHNCC(#183s 16s0028 IF
C=0 THEN 430
G20 SC=SC+10 3t CALL S0UND <0l -
TalUa110s 002 CALL DELEPRITE f.l#:E:II-
4720 CALL MAOTIONCHEs THT (S#RHD> =
(2-INT(G=REND+10 3 #1503 3 LHLL LULU
kil 122
440 CALL POZITIOMN (#esROWsCOL» 2 :
IF REOW<12- THEN CALL MOTIDONC(#Z. %S
0:ELZE IF ROWX1Se THEM CRLL MOTI
OHC#C =2 02
450 IF END-,15 OR T>0 THEM 470
Je&0 CALL FOSRITIOH #csROWSCOL»z:
CALL ZFRITECHZ: 1020 10 ROW COL V=
RO IR -7 'FDM’ﬁt'-."'lDL,I S -
FeiCOLs183x0s T=2
470 CALL FOSITIONC#Z.ROMSCOL»::
T=T-1 :: IF T=0 AHD =OW+COL:0 TH
EM CALL DELEPRITE (#Z3:: GOSUE 42
0 :: IF HITZ=2 THEW 11&0
420 6070 =30
434 HITE=HITS+1 ! CALL S0OUMDdd4=
=T alla 70U 1
435 IF HITZ 2<: INTCHITS-2)THEN R
ETLUEN
SO0 CALL COLGR <1 0sARZ (123 HITE=2
11 CHITE=43 +1 05 CHITEZ=03 +14= (HI
TEZ=239 430
S10 RETURN

Sk RFEM set ur trench and srrite
530 CALL DELEFRITE: ALY

S40 CALL CHARC1Z 0 "S0470E] 122446
T 6544521 12BETE 0000Z04AS ] 15442
C1CEC44351 0RSCI02™)

Juﬂ CALL CHARPAT (37 HE 35BS

70 CALL CHAR (S ELEZscts AT E
T-HWvELE$98?sH$a9&5E$s4UsELH$s41-
sAEs 42+ By 1360 AT 1372 BED

580 CALL CHAR (72 BLKE: 73, RPTS

"a13 FFF 1T RFTECT 07300 CFFF

FFF'.... GUONDTLEERECELET 1 115
e " EEEGE CELEEs 1y 1:,,
5910 rHLL CHAR CFV s "FO"EZESTE (BLEY
1140 o T2 " 0OO0OF é'Eh{lEL}i 1+10
'aTq-"ﬂﬂﬂﬂUﬂDUFUFFFFFF ' S0sFRPTEC

"Ots 12 RTFOFF T

00 CALL COLORCSsSs 13552133 0sF 1
S ST 1320513 1ae 391302 EOW
10 RE=EPTEC"A"s 118" TOEL  MHOP"
SRPTEC"A"s 112 BOSUE E70 :: HE=

"ARAAAARR T W LHHHH  HHHHMNOFARARARA
* @ GOZUR &T70

£15 AT="ARATJELHHHHHHHE ¥ HHHHHH
HMMNOFRAA" 3 GOSUE 70 i AE="JK
L aRPTECH" » 100 % "CARARB " &RFTE ("H
“e 100 2TMNO"

IUE 670t AE=RPTECH" Y 120
LUV UARPTEC"H s 122 2 GOSUE
'VH$=FPT§v "H” s 112 %" CARRARRA
B &FRFTE("H s 11D

Pt} CD*HE ”u,== AE=RPTEC"H"s 100
T

"

? “SRPTEC A" 100 & "B SRPTEC H s |
D? £ GOZUE 70 :: ALI=RFTI"H"s32
? “ERPTEC (T 122 &) "ERPTECTH™» 2

63& GOZUE &70 i AR="HHHHHHHH="%
RPTi(“("s14)&"}HHHHHHHH HE hDMU
B EFT0=:: AE="HHHHHHHC"4EFTE ("R
169 %" EHHHHHHR"

£35S GOZUE 670 ! AE="HHHHHHLC"LEF
TEC"AY 122 &"BHHHHHH" :: GOZUE &7
0 2 AEF="HHHHHC"&RFTEC"A 200 &"E
HHHHH" =3 GU’HE &7

&40 AE="EHHHC" FFTIx"H‘-EE'i "EHH
HE" :: BOSUE n.u i HE="" BHIULEP
TEC"R s 240 5" YHRE "

50 DIZFLAY AT 21« 12ZI5E 22 "R”
HRPTEC"S 208" o2 ROTO 744
60 FEM Frint Zubroutine

70 FOR A=1 TO 32 :: CHLL HCHAR X
FDMsHsH__. EGECREsAs 1202 ss HEST

.. I

=0 ROM=FEOW+1 :: EETUEN

=30 FEM # Flanet Zurface

D SCRE=0 3 HINE = IHT C1esRENTI+S

: CALL SPRITE c#1. llrwlu-U”-11ﬁ3
10 CALL JOY3TolsXeYes: CHLL KEY
"1+ FIREs S

t

SN
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720 CHLL HOTIONCHLsSONC-Y>=11+36
HXY*1 D
T30 IF FIRE<»>12 THEW g00
Tdn CHLL COINCCB1s#2s8s0C2:: CRLL
COLORC#1s9222 IF C=0 THEHW 720
TS0 CALL PATTERMCH#S, 11222 CHLL
ZOUND =435Sy = 0 140s 10 22 ZC=ZC4+
50 1 MIMES=MINE=-1
Tel DISPLAY AT(E3:)SIZECLENCETR
FCECroa tSTRECECY 2t CALL DELEPRIT
Ec#2rtt CALL COLOR #1s12)
770 IF MINE==0 THENM 320 ELZE 200
TE0 CALL COINC #1.#3s15sC028 IF
C=0 THEN 200
T30 CALL DELEFRITE(#3»:: SC=3C+1
-1t DISPLAY AT (238 SIZECLENCET
RECIC 2y iZTRECECH
S300 IF ZCO>HISC THEN HISC=E2C :: D
IZFLAY AT (22210 ZIZECLENCSTRE (20
AN IETRECEC)
210 CALL FOSITIOW CHS,ROM.COLY 2
IF FNL>.7 AND ROW+COL=0 THEM CAL
L EFEITE #1280 16 TES 1209 15 (2~
IHNT C3sRMND+ 15 3 _
S0 CALL POSITION(#3sROW.COL»::
IF RMD:.5S AND rROM+COL=0 THEN CAL
L ZPRITE(#2: 102 Q!?GﬁJEB!BS(Q-IN
T o3xRNDD » #5)
320 CALL PDEITIDNK# RBM,CUL3==
IF FiW: 134 AND EDM+IDL>“ THEN CH
LL DELEPRITEC#Z 2 GOSUB 490 ::
IF HIT=Z=8 THEN 11&0
240 CALL POSITION C#2.ROWSCOL» 2
IF EOM:1Z0 AND ROW+COL>0 THEN CR
it DELEZPRITE #3»:: SOZUE 490 ::
IF HITS=8 THEN 1l1&0-
250 IF SCR=0 THEN SCR=1 :: CALL
COLOR 29321393+ D+ 132ELEE SCR=D :
tCALL COLOR (8592135235 132
260 GOTO 710
S?U FEM * Generator
230 CALL DELSPRITECRALLY:: G1.62=
l:! :: T=1040
CALL CHARC1IZOs " 01020505012
:;_- EQ90S0502013040R02690DSC
CECACCDSINF0R04 030"
00 CALL SPRITE(HSs 1201 +64:20+ #
: 1209641495815 116:125 120: 110

ul

31“ CALL JOYETolsssY22: CHLL EEY

“1sFIREs 32

QEU FHLL MOTION CH#1s ZENC-2 #1036

R RN

3:“ IF FIRE<:13 THEN 370

40 CALL COIMNC (#1s#2s16s002: IF

C THEN CHALL Z0UNDcC100s-£.0233 CH
L COLOR CH#2»15028 G1=]

q” CHLL IDIN|i#1 #3sloaChre: IF
- THEN CALL ZOUNDC100--e5s02:2 CA

L COLOR C#3s 13013 G2=
250 IF Gl+G2=2 THEMN ZC=:EC+1000 @
2070 220

97D T=T-1 i

IF T:;0 THEN 210 EL=
E CALL DELEFRITECHLL»:: 20T 7o
20 REM ¢ Flanet Destroved
290 CALL DELSPRITECALL»:: FOR RO
W=7 TO 1& :: CAHLL HCHHR(RDM-l-gL
232000 NEXT POW

1000 CALL HCHARE <13:2s32s302:: CAH
LL HCHAR {20+ 3s32s2822: CALL HCHA
Ei{Z21sds 32262

1010 CALL CHRR (33" 00000012313
: CALL COLORC1s1Es122: FOR A=1 T
0 A0 2 CRLL HCHARCINT (20&END+)
y INT (2hsEMD+42 33722 HEST A

1020 DISPLRY
RECICHIII :ZTRECIC)

% 1020 IF 3C»=HISC THEM HIZC=3C ::

16

DIZPLAY AT (23,2103
FCAI X IETRECEOD
1040 CALL CHAR (120 " 030F IF3ETSSF
FFFFEBF77FEF2R1DOF03C 07 OF SFCFEEE
FYEBFSFFEEFEFCF2FOC™Y
1050 CALL CHARE {1284 "0000ive

IZECLENCETRE |

D105

- SUEE20701431 0C1304 0000400034321 H

c4150C041R4234C0308")
1060 CALL CHRR(138,RPTE (0" 120 &
"1010303"&PPTECT 0" 2424 "30EOCDE"

2 132 RPTEC" 0" 150 & 101 "&RPTE (" 0"

y 282 &"208")

1070 cALL bPPITE(#l:lﬁﬂ,IS’ =96

lﬂEﬂ FOF DELAY=1 TU 600 :: HNEXT

DELRY

l"QU CHRLL PﬂTTEFN‘#l!lc4"' CALL
ZOUNDCL 000 =T7s 0 15000 00

1100 FOR DELRY=1 TO 100 :: MNEXT

DELAY

1110 CALL DELSPRITE#1>

1120 FOF DEEFIZ=1 TO 14 =2 CAHLL

ZPRITEC(RDEERIZ 1 23+4% INT (2#FND> o
13:72s35 (2=INT(22RHD+13 2 #INT 11
#RND4+5 ¢ (2-TNT C3#RND+13 2 #INT (11 %
FEHD+5) »

1130 NE&T DEBRIS :: FOR DELAY=1
TO 1000 :: MNEXT DELRARY

1140 CALL DELEPRITE<ALL»:: =OTO
40

1150 REM + End of Game #
1160 CALL DELEPRITECALL)>::

CLERR :: CALL SCREEN:{9»::

HARZET-

1170 DI‘PLE‘
VER"

1 DIZPLAY

S " : S:‘:

CHLL
CALL C©

ATC8:F2:"6 AME O

AT (115 :"YOUR SCOR

1190 IF SC>=HISC THEM HIZC=3C ::
DIZPLAY AT 14s:€3:"A NEW HIGH =C

OrE® ™

1200 DISFLAY AT 21s122"
E FOR ANOTHER GSAME”
1210 CALL KEY({1sFIRE:Zh::
E<>18 THEN 1210

lzec oO7TO 40

FEEZZ FIR

IF FIR

AT (23+ 3 SIZECLEN(ET-
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REVIEW REVIEW

revew —— ilusic Maker — revew

REVIEW REVIEW

AFTER BEING TREATED TO A CLASSICAL PIECE (THE WRITER'S NAME
ESCAPES ME), YOU ARE GIVEN A MENU:-

[ R OPTION 1 ALLOWS YOU TO COMPOSE A
TUNE USING CROTCHETS, QUAVERS, ETC.

MUSIC MAKER
1 TRADITIONAL MODE

2 SOUND GRAPHS OPTION 2 ALLOWS YOU TO COMPOSE,

RO WHETHER YOU CAN READ/WRITE MUSIC

OR NOT. THIS PARTICULAR OPTION WAS

sesitial s WRITTEN IN SPECIFICALLY FOR SOUND

EFFECTS FOR GAMES. YOU CAN ALSO

. J COMPOSE USING THE 8 NOISE CHANNELS,
CHANGE NOTE VALUES, ETC.

OPTION 3 ALLOWS YOU TO LOAD PREVIOUSLY SAVED MUSIC FROM
DISK OR CASSETTE.

THE PIECE DE RESISTANCE IS UNDOUBTEDLY THE "TRADITIONAL MODE".
LIKE MOST UTILITY PROGRAMS IT HAS IT'S FAULTS WHICH WILL BE
LISTED LATER.

AFTER SELECTING OPTION 1 YOU ARE ASKED "NUMBER OF SHARPS"

- DEFAULT BEING ZERO - THIS ENABLES YOU TO WORK WITH A KEY
SIGNATURE. SHOULD YOU PRESS ENTER YOU WILL BE ASKED "NUMBER
OF FLATS". THE DEFAULT AGAIN BEING ZERO. IF YOU SELECTED NO
SHARPS OR FLATS THEN YOU WILL BE COMPOSING IN THE KEY OF

C/A MINOR. THE NEXT QUESTION "TIME SIGNATURE" - DEFAULT 4/4.
THERE ARE 6 SIGNATURES TO CHOOSE FROM:- 2/2, 2/4, 3/4, 4/4,
6/8 AND 8/16. 3/4 = WALTZ, 4/4 = COMMON TIME, ETC.

AFTER THAT YOU CAN CHOOSE THE TEMPO FROM 1 TO 30 - DEFAULT 15.
1 IS REALLY SLOW (SNAILS PACE) T0 30 (ALLEGRO).

|A|B‘C‘D'EIJG}A‘BL‘JEIFLJA|BL‘D‘JJG‘A‘B|

NOW WORK CAN BEGIN. THE TRADITIONAL MODE MEASURE APPEARS.

A CYAN SCREEN WITH GREYISH MANUSCRIPT AND BLUE LINES, BLACK
TREBLE AND BASS CLEFS. THE NOTES ARE

INITIALLY BLACK UNTIL YOU CHOOSE e )
FROM THE 3 VOICES MARKED DRAW 1,2,3 :
THESE ARE COLOURED BLUE=DRAW 1.
RED=DRAW 2 AND GREEN=DRAW 3. ALL
OPTIONS CAN BE ACCESSED USING EITHER
THE KEYS OR JOYSTICK 2. I USE BLUE TSR RS a3
FOR MELODY, RED FOR BASS AND GREEN FOR
COUNTER MELODIES AND CHORDS. YOU CAN

(NG

P

I
hel
D
(=]
Q
@]

PLAY ALL THE VOICES AT ONCE OR T
INDIVIDUALLY. YOU HAVE A SELECTION 34 BacK_J
OF RESTS ALSO. THE COPY OPTION IS A
GEM.

18
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REVE Music Maker REVIEW

IF YOU WRITE A MEASURE/BAR AND THE SECOND MEASURE IS THE SAME,
OR PART OF THE SECOND MEASURE IS THE SAME, THEN CHOOSE EITHER
1,2, 3 OR ALL AND THE BAR IS COPIED, SAVING YQU TIME AND ALLOW-
ING YOU TO GET ON WITH THE NEXT PART OF YOUR TUNE. SHOULD YOU
NOT LIKE ANYTHING, JUST USE THE ERASE OPTION WHICH IMMEDIATELY
APPEARS OVER THE COPY OPTION AS SOON AS A NOTE IS PLACED ON

ANY OF THE STAVES.

YOU STILL HAVE 3 OTHER OPTIONS TO DEAL WITH WHICH ARE, PROC'D,
REDO OR BACK.

PROC'D = PROCEEDS TO THE NEXT MEASURE
REDO - TAKES YOU TO THE PREVIOUS MEASURE
BACK - TAKES YOU TO ANOTHER MENU, 4 OPTIONS
ARE NOW AVAILABLE:
1. EDIT 3. SAVE
2. PLAY 4. PRINT

OPTION 1 - LETS YOU EDIT THE TEMPO AND ALSO ALLOWS YOU TO GET
INTO ANY SPECIFIED MEASURE.

OPTION 2 - LETS YOU PLAY ALL OR PART OF YOUR COMPOSITION AND
AGAIN ALLOWS YOU TO CHANGE THE TEMPO. TRANSPOSING UP AND
DOWN IS POSSIBLE. :

OPTION 3 - LETS YOU SAVE TO DISK OR CASSETTE.

OPTION 4 - LETS YOU OBTAIN A PRINT OUT IF YOU HAVE A PRINTER.

FCTN 5 IF PRESSED TELLS YOU "ALL MUSIC IS LOST FROM THIS POINT.
ARE YOU SURE Y/N" : N=DEFAULT. PRESSING Y AND ENTER WIPES
EVERYTHING OUT, SO BE CAREFUL. THE MAIN MENU IS DISPLAYED

AND YOU CAN START AGAIN.

AS 1 SAID, THE MODULE HAS A FEW FAULTS, AND THEY ARE:-

1) NO CHANGING KEY AND TIME SIGNATURE.

2) IF YOU HAVE THE NOTE "A" 3 TIMES IN A MEASURE BUT YOU
WANT IT TO BE "A SHARP" THEN YOU HAVE TO CHANGE THOSE
3 NOTES TO "A SHARP".

TRIPLETS ARE NOT CATERED FOR.

DEMI SEMI QUAVERS ARE NOT CATERED FOR.

ONLY THREE OCTAVES ARE AVAILABLE A TO A.

YOU ONLY GET A MINIMAL AMOUNT OF ACCIDENTALS.

oW
—

THE MODULE'S GOOD POINTS ARE ENDLESS AND IT IS A VERY GOOD BUY.

REVIEWREVIEWREVIEW
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HELP

BY MIKE CURTIS

vO0ODOO CASTLE

THERE ARE 2S5 LOCATIONS, 61 VERBS, 87 NOUNS, 97 MESSAGES
AND &5 ORJECTS. YOU CAN ONLY CARRY 9 OBJECTS AT A TIME.

SOME VERBS ARE :-

GO MOVE BREAK GET DROP DUST DRINK CLEAN
SAW MIX HAMMER LISTEN HEAR DIG ON WAVE
HELP PRESS PUSH SMASH REACH OPEN CLOSE TURN
LOOK SAW SHAKE DANCE YELL SCREAM SAY cuT
STAB RUB HUG *SMOKE CIRCLE READ SUMMON ENTER

KICK CLIMB THROW SHRINK

SOME NOUNS ARE :-

NORTH SOUTH EAST WEST UP DOWN KNIFE COFFIN.
IDOL DOOR KETTLE  HOLE SWORD BOARD PAPER  STICK
PAGE GRAVE CHEMICAL FIRE SAW STAIR SHOVEL ROCK
WINDOW CLOVER CHUTE LABEL WALLL MEDIUM CHIMNEY BUTTON
SHIELD SAFE  BREAK ARMOUR GLASS RING  TUBE FIRE
FLUE SOOT CHIMNEY 33 34 35 36 37 38 PIN FOOT
SWEEP MAN DOLL HAMMER  EOOK ZAP  *POT CELLAR
CRY LEAF  WRITING LEAFLET BALL NAIL CRACK  AROUND
LOCK LEDGE VOICE SIGN FLOOR CHANT SOUFP LABEL
HEAD . BAG

THATS GOT THE GENERAL INFORMATION OUT OF THE WAY, NOW FOR
SOME HELP!
THIS ADVENTURING REQUIRES YOU TO REMOVE THE CURSE FROM THE COUNT.
FAIRLY OBVIOUS YOU MIGHT SAY, BUT BEWARE OF CELL DOORS SLAMMING
SHUT ON YOU WHEN YOU NEED TO GO THERE, BREAKING CRYSTAL BALLS,
YOU ALSO HAVE TO DO A BIT OF SAFECRACKING TO HELF A CHIMNEY-SWEEF
OUT OF A JAM, AND DO A SPOT OF CHEMISTRY TO STUNT YOUR GROWTH.
YOU WILL FIND IT NECESSARY TO YELL A COUPLE OF TIMES, THE BAG HOLDS
QUITE A LOT DOESN'T IT, TRY WAVING IT AROUND AS WELL. FOR SMALL
PRINT, GLASS MAGNIFIES!', A BROKEN SWORD IS STILL USEFUL, IT GETS
THINGS OFF WALLS AS WELL, I CAN RECOMMEND THE SOUF BUT THE BREW
IS AWFUL.

THIS IS NOT A TERRIEBLY HARD ADVENTURE ON REFLECTION, BUT IT
HAS GOT A FEW TWISTS, AND MORE THAN ONE WAY TO GET KILLED OFF!
AND YOU ALSO GET WHISKED FROM ONE LOCATION TO ANOTHER, BY LOOKING
IN A CRYSTAL BALL, DROFFING SOOT ON THE FLOOR, AND THE ODD MAGIC
WORD OR TWO COMES IN HANDY AS WELL.
TRY THE WORDS MARKED WITH AN ASTERISK NEAR THE WITCHES BREW AND
DON'T GET CAUGHT.
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FIRATE ADVENTURE.

THERE. ARE 26 LOCATIONS , S8 VERBS , 76 NOUNS , 88 MESSAGES
AND 64 OBJECTS. YOU CAN ONLY CARRY &6 OBJECTS AT A TIME.

THE VERBS ARE :- WEAR, PULL, FLY, EMPTY, WEIGH, SAIL, WAKE,
GO/CLIMB/WALK/RUN/PACE/ENTER/FOLLOW, SAY, UNLIGHT, HELF, SWIM,
LOOK/EXAMINE/WATCH, READ, LISTEN, KILL/ATTACK, BURY, FIND, JUMF,
GET/TAKE/CATCH/PICK, BREAK/SMASH, SET, CAST, DIG, WAIT, FEEL,
DRINK/EAT, DROP/THROW/LEAVE/GIVE/RELEASE, LIGHT, OPEN, SHAKE,
BUILD/MAKE, CLOSE/SHUT

THE NOUNS ARE :— NORTH, SOUTH, EAST, WEST, UF, DOWN, PASSAGE
BOTTLE/RUM, MONGOOSE, BAG/DUFFEL, FIRATE, TORCH, OFF, MATCH,
YOHO, LUMBER, RUG, KEY, AROUND, DOUBLOON, SAIL, FISH, ANCHOR,
SHACK, PLACE, CAVE, SIGN, DOOR, CHEST, PARROT, HAMMER, NAILS,
BOAT/SHIP, SHED, WATER/SALT, LAGOON/TIDE, FIT, MAP, PACE, 3@,
SHORE/BEACH, SAND, HOLE, BOX, SNEAKERS, CRACKERS/SACK, FPIECE,
KEEL, FLOTSAM/JETSAM, STAMFS/UFPS?, PATH/HILL, NOTE, HALL,
DESTRUCTIVE, CROCODILE, SNAKE, TREASURE, FLY, WINDOW, BOOK

THE OBJECT OF THIS ADVENTURE IS TO RETREIVE THE TREASURES
IN A FLAT IN LONDON? THIS ADVENTURE IS FERFECT TO BEGIN
WITH AS IT FEATURES ALMOST ALL ASPECTS OF ADVENTURING THAT
YOU ARE LIKELY TO COME UP AGAINST IN A SCALED DOWN VERSION.
1. EXCHANGING LOCATIONS BY A MAGIC WORD (YOHO)
2. A COLLECTION OF ITEMS TO MAKE ANOTHER (SAILS, WOOD ETC.=EOAT)
3. ITEM NOT VISIELE UNTIL ANOTHER FPRESENT (OPEN CHEST=FPLANS)
4. TWO ITEMS TOGETHER AND THEY BOTH VANISH (FISH % CROCS)
S. HELPFUL ADVICE FROM ANOTHER ITEM (PARROT)
6. TIME LIMIT IMPOSED BY TORCH RUNNING OUT OF FUEL
7. MESSAGES FROM WITHIN TO ADVISE AND GUIDE YOU, IF IT SAYS
‘I DON'T KNOW HOW TO -‘ THEN TRY ANOTHER VERE. IF IT SAYS
‘I DON'T KNOW WHAT A — IS° THEN TRY ANOTHER NOUN. IF IT SAYS
‘I CAN'T DO THAT YET' THEN AN ITEM IS NOT FRESENT THAT WILL
COMPLETE THE COMMAND OR YOU ARE NOT AT THE RIGHT LOCATION YET.
8. HIDDEN EXITS REVEALED BY MOVING ITEMS, UNLOCKING THINGS OFR
EVEN BREAKING THEM.
THATS GOT THE GENERAL INFORMATION OUT OF THE WAY, NOW FOR SOME HELP!
THIS IS A FAIRLY EASY START TO ADVENTURING AND WILL GIVE YOU
A LOT OF INSIGHT OF WHAT IS IN STORE WITH THE REST OF THE SERIES
OF PROGRAMS, SO TOO MUCH HELF WILL NOT HELP REALLY, SO NOW ALL YOU
HAVE TO DO IS WORK OUT WHAT, WHEN AND WHERE' REMEMEER, LOOK AT IT,
MOVE IT, FEEL IT, GET IT, READ IT, DESCRIEE IT, BREAK IT, WEAR IT,
DIG IT, THROW IT, BE ADVENTUROUS - THAT'S WHAT THESE PROGRAMS ARE FOR''

A FEW TIPS :—- YOU CAN SAY ‘YOHO' ANYWHERE, AS LONG AS YOU HAVE

THE BOOK! THERE IS A LOCKED DOOR, YOU NEED SOMETHING TO FASTEN

FPLANKS TOGETHER WITH? I WONDER WHAT HOLDS CARFETS DOWN? SMALL

BRIRDS EAT WORMS, WHAT DO BIG BIRDS EAT APART FROM CRACKERS? OR WHAT DO
CROCODILES EAT? CAN YOU SWIM? WEAR THE SHOES' WHAT DO YOU USE TO SWIM?
DO NOT LOSE THE SHOVEL, OR LEAVE IT BEHIND WHEN YOU SET SAIL.

BEHIND, SOME TREASURES ARE USUALLY BURIED. TURN THE TORCH OFF WHEN

NOT NEEDED AS IT CANNOT BE RE-FUELED IN THIS ADVENTURE.

THE PIRATE ALSO GETS THIRSTY AFTER A LONG VOYAGE, SO YOU WILL HAVE

TO FIND SOMETHING TO QUENCH HIS THIRST FOR THE RETURN TRIP, OR HE

WILL LEAVE YOU STRANDED ON THE ISLAND, REMEMBER YOU CANNOT TAKE THE
BOOK ON THE SHIP, SO ‘YOHO' IS NOT GOING TO WORK ON TREASURE ISLAND.
IF I GIVE TOO MANY CLUES YOU WILL HAVE NOTHING LEFT TO DO.

THE LISTED VERBS AND NOUNS SEPARATED WITH A /' ARE SYNONYMS.

= A LITTLE QUIRK, TRY TYPING "WALK KQF" WHEN ON TREASURE ISLAND. -

3 ?
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Should this article be in the Sound Advice column or the
column for Bright Sparks, probably both since it as all
about using sound in assembly language. Working out the
correct values o+ $frequency, duration and volume for sound
seems hard enough in basic, but if any of you have read the
chapter on sound in the EDITOR/ASSEMBLER MANUAL will realise
easy the basic method really 1s (but time consuming). In
this tutcorial I will hope to show you how to work out a
sound table (using the short extended btasic progran’ arnd how
to incorporate them .intc your own assembly language
programs, if you own either the miniwmemory or the E/A that
is.

Ltike graphics you wmust have a table in the YDP ram which
contains the relevent values, but unlike graphics thecre is
only one table which contains all the imformaticn about a
particular sound. However it is not as simple as just
stating the duration, #frequency and volume as I will
explain.

The first byte of a sound list as they are called must
contain the number of bytes in the 1list excluding the
duration. Each sound list must contain the frequency bytes
or the volume byte or both for { to 3 of the socund channels
and lastly the wvolume byte. That is a bit of a mouthful so
here is a table showing how a typical sound list is made up.
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FE 33T KU I 30 30303 3636 336336 I 36363 296 36336 36336 306 3363696 363 389636 36 5% 36 % %

¥ BYTE % BITS # CONTENTS X
I IHEEHE IO HHHEEEHHOHHHOHEHEEEEHEHHEHEHOEH
* » x | %
* 1 x p-7 % THE NUMBER OF BYTES IN THE SOUND %
* ¥ # LIST EXCLUDING THE DURATION %
FH O IR O HEHHHOHEHHHEHEOHEEIHEHHEUEE R
* * * %
£ 2 * ¥ FREQUENCY BYTE 1 *
% 2 @ * 1 ¥
* ¥ 1-3 * 909,018 OR 10¢ DEPENDING IF YOU %
» » % ARE USING CHANNEL 1,2 OR 3 ¥
% *  a-7 % 4 LSB OF THE FREGUENCY CODE %
R T E T T T R e A P T e T e v
x X - * : %
» 2 2 * THE SECOND FREQUENCY BYTE 2
» X @-1 * 09 | *
» T2 % 6 MSE OF THE FREQUENCY CODE ¥
R HHHHEHHEHEHHEHDHEHHEHEHHEHENHHHEO R HE OO
» 2 » 2
3 * ¥ BYTE FOR THE VOLUME *
% r g * | %
% £ 1-2 % 201,011 OR 121 DEPENDING IF YOU #
* % < % ARE USING VOICE 1,2 OR 3 *
* X  3-7 % THE VALUE FOR THE VOLUME X
# 3 % 0007 LOUDEST TO f111 NO SOUND %
SRR X TN SOOI O R X
¥ N % ok
¥ = x -7 % DURATION >@@ WO DURATION TO *
» * % FF WHICH 13 JUST OVER 4 SECS. #
*

JEH R IEIENTIEI K I0 0939 JHHE I SO R I 0 1 %

There are cne or twc interesting things about the table.
maybe you noticed that there are only 10 bits to specify the
trequency, this mears that the computer can only play a
maximum ot 1624 (2710) different tones since the maximurn
difterent binary combinations is 1024. The actual value you
use for the sound lists is not the actual frequency but the
frequency code, which is calculated by the formulal-

FREQUENCY CODE=111868.8/FREQUENCY



The other is that there are only 4 bits for the voluwme
3iving 15 different values wha2reas the basic manual would
have you believe there are 39 different values.

It does not realy matter if you have not understocd all or
any of this since I have written a swmall program which will
calculate the actual assembler values for frequency,volume
and duration from the values you would use in basic.
fAllowing you to pinch other peoples sourd effects from
magasine listings.)

I think it would be best to show you how to use this program
by using a few examples.

1. To convert the values of CALL SOUND (S80,110,0) to a
sound list.

Firstly run the program{After typing it in of course!. When
the channel prowpt appears on the screen type *1® and press
ENTER. When the duration prompt appears type "S@@" and
press ENTER. Type "110" +0or +requency and then *@" for
voiume. After a brie+t pause the hexidecimal values for the
sound should appear at the bottom cof the screen. This is
not quite the finished sound list since the first byte |is
not printed. For this sound list it is 3, since there are 2
bytes for the frequency and 1 fc+ the volume, the duration
byte i3 never included. S0 the coupleated sound list would
be: -

NO. FRE® VOL DUR
>93, >89, >3F, 91, 3 1E

To stop the above sound list ,ou need ancther one, this can
be to play another sound or to stop the sound aitogether.
To stop the sound you must set the duration tc € and the
volume to 32 ton the channel you want to stop, in this case
1). You skould use the convertor program once again to find
out the assembler values, but this time when the frequency
prompt appears just press ENTER. The values appearing on
the bottom of the screen should be >9F,.98 to give the sound
list list:- -

2 I+ you want to play a chord say the equivelent to CALL
SOUND (5S99,112,0,229,95) ,

Firstly you would do the same as above to get the values for
(590,10,8). Now you must find the values +Ffor (5008,2206,5)
making sure you specified sound channel 2. The number of
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frequency and volume bytes is 6 so the #first byte in the
sound list would be 6. Below is the compleated sound list.

NO. FREQ1 VOL1 FREG@2 VOL2 DUR
>86 >89 >3F >91 >AC >1F >B2 >1E

This time when you finish you must stop both sound channels
by giving them both a volume of 32 and a duration of .
Here is the sound list that will do this:-

NO. VOL1 VOLZ2 DUR
>02 >9F >BF >90

Hopefuly you will now be able to generate your own sound
tables but obviously this is not much good without a program
to execute them. Below is a program/subprogram which will
play firstly a tone (116Hz) then a chord (119Hz & 220Hz)
then stop the sound. The same program can bemade to play

any sound list with a few modifications as you will find out
later.

*EDITOR/ASSEMBLER VERSION* ¥MINI-MEMORY#*
DEF SOUNDI ¥ Ll RG, 1986 *
REF VMBW %+ SECTIONI LI R1,S5T * 82
SNDBUF EQU 1000 * LI R2,17 ¥
HE1 BYTE >91 * BLWP @)6028 *
EVEN * LIMI ¢ *
SOUND1 * LI R10, >1008 * 33
LI RO,SNDBUF #* MOV R1Z,.83CC *
LI R1,SNDTBL % SECTIONZ2 LI RiZ,>0100 X
LI R2,17 * SOCB R1&,@>S3FD *
BLWP @VMBW * MOVB R1@,@>83CE x
LIMI @ ¥ LIMI 2 *
LI R12,BUFFER * LP MOVB €>83CE,@:G3CE +*
MOV Rig,e>83CC ¥ SECTION3 JNE LP ¥ 5S4
SOCE @H@1,e>83FD * LIMI @ *
MOVB @HZ1,@>83CE * B ¥R11 *
LIMI 2 * ST DATA >2389,:3F%1,1EG6 *S
LOOP  MOVB @>83CE,@>83CE * DATA 893F, >91AC, > IFBZ %
JNE LOOP ¥ SECTIONG DATA ’1E@2Z, >9FEF, 0C08 %
LIMI @ * END
RT *

SNDTBL BYTE >83,389,3F,>91,>1E  ¥SECTIONS
BYTE >86,>89,>3F,>71,>AC, >1F,>B2,>1E
BYTE >92,)9F, >BF, 900
END
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1 will #firstly deal with the editor/assembler listing.
Firstly you shoulid note that the parts of the program
begining with the asterisks are remarks and need not be
typed in, sscaondly it should be assembled with the R option
of the assembler. ‘ _

As tre remarks show I have divided the program into several
sections, 1 shall now discuss these s2ctions in sowme detail.

SECTION 1: The +first thiwg it does is to specify the
programs nase using the DEF command, secondly tells the
computer that the program will be using the VMBW routine.
It also sets the word at SNDBUF to >19099 as this is where
the sound table is going to be in the VDP ram.

SECTION 2: This is the routine which places the sound lists
intoc the sound buffer starting at 1000 in the VDP ram.
There is one thing that you must change here if ‘you are
Using your own sound lists, R2 contains the total number of
bytes in the scund table (which is contained in section S5 o+
the program!. In this case it is 1?7 since in the three
sournd lists there are total aof 17 bytes.

SECTION 3: You don’t need to bother wmuch about this bit as
it will be the same no wmatter what sound iists you are
wanting to play. This is the part of the program which does
the sound processing. ' '

SECTION - 4: In this program i1t just waits until the sound
list is finished and uses the RT command to return to the
editor/assembler menu. Alithough if you are careful you can
have the computer drawing a picture, or anything else for
" that matter while playing the sound table. To do this
although if you are writing to VDP ram then you must
dissable the interupts, by using LIMI &, or else the
computer will crash. You must also enable the interupts
several times a second, using LIMI 2 to allow the sound to
be played. The best idea is to do this in the main loop of
your pirogram.

LIMI 2
LINI O

If you do not want to do this you can just let the sound

list finish betore your program continues, only replacing RT
by the next line of your program.
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SECTION 5S: This is the section where the szound lists are
stored. The editor assemblers BYTE directive makes things
qQquite easy since each sound list may be stored on a seperate
line. I have used the example that I showd you earlier on
so you could see how the sound lists are used in a program.

Instead of repeating all this for the mini wemory version 1
will only discuss the differences between the two programs.
The first difference is that there is no SECTION 1 since the
prgram at present has no name, instead is run by the easy
bug command E?D@F, and to save memory the values of the
buffers, etc. are loaded directly into regiseters rather
than using labels. 1In SECTIONZ VUMBW is replaced by >6828
since this is the address of the VMBW routine in the mini
wemory. In SECTIONS RT is replaced by B ¥R11 since the line
by 1line assembler does not have the RT instruction, they
both do the same thing anyway. The biggest difference is
that the mini memory does not have the BYTE directive so you
must use the DATA directive instead. This is not as handy
since each new sound list cannot always begin on a new line,
making it slightly more difficult to edit a sound list. One
advantage of using the mini memory is that it is easy to
change the sound list by using easy bug without retyping the
whole program.

To do this is guite simple, once you have checked that the
program has worked and saved it on tape you can start. To
change the sound table enter the easybug command M?D3A. You
are now free to enter a new sound table a byte at a time, or
just tc change the current one. Once you have done this you
press "." then type M7DOA and type the taotal number of bytes
in the new sound table(this value must. be in hexidecimal
since easybug does not handle decimal numbers).

I hope this article helps you conquer the THS?91%9 sound
processer. ,

PS: If you want to see anything put in the magasine that is
not already ccvered please write in, it could lead to a
better magasine (if that were possible).
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168 DIM H$(16)
119 DATA 8,1,2,3,4,5,6,7,8,9,A,B,C,D,E,F

128 FOR A=@ TO 15 :: READ H$(A):: NEXT A

139 GOTO 158

149 AS,B1,B1%,B2,B2%,B3,B3%,B4%,A1%,A2%,A,B,N, BINS,CHAN,F$, FREQ, V$,VOL,DUR :: CA

LL DECBIN +: CALL BINDEC :: CALL CLEAR :: '@P-
158 CALL CLEAR :: ON WARNING NEXT :: PRINT "FREQUENCY VOLUME DURATION  BYTES
BYTE BYTE °*

16¢ DISPLAY AT(1,1):"CHANNEL" :: DISPLAY AT(2,1):*DURATION" :: DISPLAY AT(3,1):"
FREQUENCY® :: DISPLAY AT(4,1):"VOLUME"

178 ACCEPT AT(1,9)VALIDATE(*123")BEEP SIZE(1):CHAN :: ACCEPT AT(2,10)VALIDATE(DI
GIT)BEEP:DUR :: ACCEPT AT(3,11)VALIDATE(DIGIT)BEEP:F$

180 DUR=MIN(INT(DUR¥.86+.83),255):: CALL DECHEX (DUR,B4%,H$())

198 ACCEPT AT (4,8)BEEP VALIDATE(DIGIT):VS

200 IF F$="" THEN 268 ELSE FREQ@=MAX (VAL (F$),118)

210 FREG=INT(111868.8/FREQ+.5):: CALL DECBIN(FREQ,Al1$)

228 CALL DECBIN((CHAN-1)%2,A2%)

230 A1$=RPTS$("9",10-LEN(ALS) )&ALS$ :: A2$=RPT$("8",3-LEN(A2%) ) LA2S

240 A$="1"LAZSLSEGS(A1S$,7,4):: CALL BINDEC (A%, Bl):: CALL DECHEX(B1,B1%,H$())
230 AS="0P"MSEGS$(AIS,1,6):: CALL BINDEC(A$,B2):: CALL DECHEX (B2, BZ$ H$())

260 IF V$="" THEN 338 ELSE VOL=MIN(VAL (V$),38)

278 CALL DECBIN(INT(VOL/2),Al%)

2680 Al‘=RPT$('0',4°LEN(A1$))&Als

299 CALL DECBIN((CHAN-1)%2+1,A2%):: A2$=RPT$("8",3-LEN(A2$) ) kA2S

300 A$="1"LA2$LALS$ :: CALL BINDEC(AS$,B3):: CALL DECHEX(B3,BS$,H$())

318 IF F$="" THEN 328 ELSE PRINT TAB(2);">";B1%;",>";B2$;TAB(13);" "iB3$;TAB(22)
i">";B4s . GOTO 168

328 PRINT TAB(13);" "B3$yTAB(22)" "iB4s .. GOTO 169

330 PRINT TAB(2);")>";Bi$; iB2%; TAB(22);">";B4% :: GOTO 140

348 !@P+

330 REM ¥CONVERT BINARY TO DECIMAL*

360 SUB BINDEC (BINS,A)

370 N=.5 :: A=8

380 FOR B=LEN(BIN$)TO 1 STEP -1 :: N=N¥2 :: A=A+VAL (SEGS (BINS®,B, 1) )%¥N :: NEXT B
398 SUBEND

498 REM ¥CONVERTS DECIMAL TO BINARY#*

419 SUB DECBIN(A,BINS)

420 BINS=""

438 IF A/2(>INT(A/2)THEN BIN$="1"&LBINS ELSE BIN$="@"LBINS$

448 A=INT(A/2):: IF NOT A<1 THEN 43¢

430 SUBEND

468 SUB DECHEX (A,AS$,HS$())

365 A$=""

479 AS=HS((A/16-INT(A/16))%16)kAS

480 A=INT(A/16):: IF A>3 THEN 479

490 AS=RPTS$("@",2-LEN(AS))LAS

969 SUBEND
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"MOVE

VICE VERSA.

100 RANDOMIZE @ CALL CLERR :: C
ALL SCREEN<1S»:: CRALL COLOR{12s5
1152111451537 150

110 CALL CHARC9Ss "QO00000FFFF™>
120 CALL CHARC112,"00000003070E1
-1 E: "y

130 CALL

o137

CHAR (113, "000000COEDT O3

CHAR (114, "131COEOTO3")
CHAR (113, "183870EQCO")
CHAR (1165 " 000D00FFFF ">
CHAR (117, 1818181813181

10 CALL
170 CALL
21370
fan CALL
COcTy
1

CHAR (120s "COCOOCOCCOCo0
20 PRINT ™

>>»MOVE

ﬁqq FEINT *~

R R e
10 FRINT * xptqa pta pta Pt

oy ououx
rtsx”

qx U U U u
=rtz rts rts

220 PRINT " X
: MOYES xprta pta pta ptax B
[0 S | ST I VI T ¥ Y B ¥ N V-

m.
DS

30 FRINT xrts rts rts rt

i 4 X
#fpta pta pta ptax”

2340 FEINT © U U U uUuuuy

s xrts rts rts rtsx

250 PEINTH“ xrta Fti.Pti

¥ U U U Uy ¥ X
#rts rts rts x"
ce0 PRINT ¢ B LS R S

b e, X e L
cr 0 OX=23
o

&30 M=

200 CALL HCHRR (24s 12322320
210 CALL HCHAR (14s 1232972
320 A=INT (RMD=15>+1

330 IF A=1 THEN 320

240 D=A

330 FOR C=2 7O 20 STEF +#
=0 FOR E=11 TO 23 STEP 4
V0 CALL WCHARCCsBsR+E4)

"MENTAL.

INCREASE BY 1

PRRCO PREIENT

T
A NICE SHORT FROGRAM WHICH IS SELF EXPLANATORY,

S

jf%

B+
&

Extended Basic >

X

FAGE 27
BY M. WOLSLEY--CHARLES

- FAGE X0
EXERCISE"
TWO FUZZLES IN THIS FROGRAM
ROW & COLMN SOUARES CHANGE FROM RED TO RLUE &%
THE FUZZILE 1S SOLVED WHEN THE 1st
% 4th COLUMNS ARE RED % THE 2nd % Zrd ARE BLUE
NO.2 THE CHOSEM ROW & COLUMN SQUARES WILL
(THE SQUARE WITH A VALUE OF 5
WILL TURM TO ¢) THE FUZZILE IS SOLVED WHEN ALL
THE SEUARES ARE 0. '

BY M. MENDES
NO.1 THE CHOSEN

280
390
400
410
4210
430

A=A+1

IF A<>1a THEHN 410

A=1

IF A=D THEN 440

MEXT E

‘HEXT C

CALL JOYSTOls J¥sdY2

Mx=0x 33 NY=0%

4E0 2= (IE+ (V#2824 120 #4

470 ON JZ2+1 GOTO 440,4305490:440
+300sS510:440

420 NY=0%-4 :: G0OTO S20

430 NX=0x+4 :: (0OTO 520

300 NX=0x-4 :: s0OTO S0
310 NY=0%v+4

450

- 220 IF CHE<1100R (NK>2320R (HNY<2>0

FCNY> 200 THEN 440

230 M=M+1 :: DISPLAY AT{14s1>312
Ecdo:M

340 DISPLAY AT(OY-1.0%-3)SIZE 3
Upta” i3 DISPLAY AT(OY,D0¥-32312
Ec32>i™y 0" 3 DISPLAY AT(OYV+1.0%
-3EIECS " rte”

220 CALL GCHAR (NY's Miss CH

2el CALL YCHAR (0% 0K CH»

370 FOR AR=NY-1 TO NY+1

220 CALL HCHAR (AsNX-1232+30
S90 MEXT R

00 CALL YCHAR CN'Y s HiXs 420

£10
ec0
&30
&40

Ox=N¥ 3
CCH=0

FOR YCH=3 TO 20 STEF 4
FOR XCH=11 TO 23 3TEF 4

Ov=NY

630 CCH=CCH+1 :
660 IF CCH=1& THEN 710 -

670 CALL GCHAR CYCHs XCHs CH2
&30 IF CH<{>CCH+&4 THEMN CALL ZOUN
DO-100: 10002282 GOTO 440

690 NEXT HCH
700 NEXT YCH

710
el
van
MEY
740

IF M>EM THEN EM=H

DIZFLAY RT 14,252 ZIZE (42 1 BX
DIZFLAY AT<24,3»: "ANOTHER GA
UF=%-D0WH=H"

CALL JOVET C1s 25y 12

730 IF J0v=0 THEN 740
7el IF J¥=4 THEN 270

-
e L

CALL CLERE
7E0 END
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100
110
120
1340
FF"
140

1FF™;

150

Eoar:

e

FFF ™

174
1230
120
1]

S
=gl
oot
ool
RN
250
cEl
)

cr i
sa
o
2040
310
220
230
340

TED )

S
]
ZE0
30
400
411
420
330
40
4510
iz
470
450
34310
S0n
=10
S20
S20
40
S50
SED
a7l
551
=30
O
ol

Bl

FAXDO
CHLL
CHLL
CALL

CHLL
&HLL
&HLL
gHLL
CHLL

FREINT *

FRINT
FRINT
FRINT
FRINT
FRINT
INFUT
IF L

%Eﬂlﬁ*t********

L EXERCISE

Tl Basic
HIZE

CLERE

SCREEN (52

CHAR (37 "FF21813812131531
CHHR{1045"FF31813131818
CHAR €143 "007E424242427
CHARR (134 "FFFFFFFFFFFFF

COLORCIs 16572
COLORC10s 16952
MENTAL EXERCISE

- PROELEW 1 ~
- PROBLEM 2*

LR o d

EVEL“1)+<LEVEL>2)THEN 2

o

DIM Hidedd

CRLL
CHLL
04 LE
070

FOR L

HilsL

C=INT

CLERR

ICREENC14) -

YEL BOSUE 320440
SO0

i FORE C=1 70 4

=1 70 4

T

CRHDE3) +1

L=INT (RND#3) +1
IF ACCsLx=104 THEN 330
RiCLo=104

HEXT

T

FETURN

FOR L

=1 TO 4

FOR C=1 TO 4
ACCs Ly =INT (RND#4) +1

NET
HEXT

C

L

FETURN

ZC=0

WE="0-0UIT"
co=17v

0 LI=2
SOZUE

1zvn

WE="TRIEZ="%ZTRE (SC>
LO=20

LI=1

BO=UE

1270

WE="F0OW="

cO=az

LI=t

GOZUER

1270

w30
=il
&30
50
&7
&210
B340
i)
vio
el
730
740
7o
760

N
TR0

V30
200
210

520

330
&840
850

260

L d
D)

o200
890
ang

210

920
230
40
550
960
a7
350
23
10 0

WE="COLUHN="
=24

LI=1

ROZUR 17

OH LEVEL GOSUR 1310s 13220
CHALL HCHRR {23 15s134s 4
CALL HCHAR (13:15+134:4)
CALL YCHRR(3:14s134,6)
CALL YCHARC(S:195123456
=15 '
FOE T=42 TO Sz
CALL HCHAR{7:Q T
2=0+1
HEXT T
=9
FOR T=42 TO 52
CRLL HCHRR Qs 13:sT)
Q=0+1 .
NEXT T
CALL HCHAR (C2+:6963)
CALL ZOUNDR220,1400. 00
6070 870 v
CALL SOUNDC(E20s120s 02
REM row?scolumn?t
CARLL KEY < 0:Ka3)

IF 3=0 THEM 570

IF K=81 THEN 2510

IF {K<49)+K>S2)THEN 850
LINH=K-48
CALL HCHAR (E2s6&sk)
CALL HCHAR (243,63
CALL ZDUNDC(SS0s 1400, 0y
=070 970 :
CALL ZOUNDZS20s120s 00
CALL KEY{0sk»=H

IF Z=0 THEMN 970
IF E=21 THEN 2510

IF “E<423+ K52 THEN Sau

0 COLU=K-42

CALL HCHAR (2459 K>
SC=SC+1

! WE=STRE (S0
) CO=c0

) LI=7

0 GOSUE 1270

FOR T=1 70 S
CALL SOUNDC1s 10005 0y 1OU0HZ,

0 NEXT 7

OM LEYEL GOZUE 1440, 1850

) CALL HCHAR (22s6, 320

CALL HCHAR (249,322

) 60TO &20
0 CALL COLOR<1s6s13

FOR T=2 TO 4

70 CALL COLDOR(Ts13s 160

1120
1200
1210
1220
12320
1240
1250
1260

HEXT T

FOR T=% 70 =

CALL COLOR(T+2s162

NEXT T

CALL COLOR <%y 16272

CALL COLOR 101652
CALL COLOR<14+42s 162
CALL COLOR (1335 140
FETURN



1270 FOE T=1 TO LEH<WHE)

1250 CALL HCHAR CCOsLI+TsASC CZERTE

WEsTeladd

1290 NEXT T

1300 RETURN

1210 FORE C=1 7O 4

1320 FOR L=1 TO 4

1330 CALL HCHAR (C+SsL+14 AT

1340 MNEXT L

1350 HEXT C

132360 RETURH

1370 REM  print board (23

1320 FOR C=1 TO 4

1330 FOR L=1 7O 4

1400 CALL HCHAR CC+SsL+14sH L +

4&3 '

1410 MEXT L

1420 MEXT C

1430 RETURN

1440 IF ACLINH,COLLY =97 THEM 147

] .

1430 AL INHSCOLUY =37

1420 cOTO 1420

14710 HtLINH-FULH"1J4

1420 IF LIMH=4 THEM 1550

1450 FOR T=LINH+1 TO 4

1500 IF RCTSCOLU» =97 THEN 1530
1510 ACTSCOLUN =37

1520 G070 15440

15330 RCTSCOLU =104

1540 HEST T

1550 IF LIMH=1 THEN t&20

15610 FOR T=LIMH-1 TO t STEP -1
1570 IF ACTSCOLU» =97 THEH 1&00
1520 ACTCOLU» =57

1520 5070 15140

1600 ACTSCOLLG =104

1610 HEXT T _

1520 IF COLU=4 THEM 1&20

1620 FOR T=COLU+1 TO 4

1240 IF HCLIMHsT»=37 THEM 1&70
1ES0 ACLIMHs Ta =27

1650 B0TO 1€320

1670 HOLINHTr=104

1620 HEXT T

1690 IF COLU=1 THEMW (7e&0

1700 FOR T=COLU-1 TO 1 STEFP -t
1710 IF ACLIMHs T»=97 THEN 1740
vl ARCLINHs T) =97

1730 5070 1750

1740 ACLINHT>=104

TS0 NEXET T

1760 SOSUR 1310

1770 FOR C=1 TO 4

17230 IF ACCa 12 <>37 THEH 1240
1790 IF ACCs42 <37 THEN 13240
1800 IF ACCsS3 <104 THEM 1340
1510 IF'H-L-:}a}1q4 THEM 1240
1520 NEAT C

1830 070 EE’O

1840 RETURN o
1850 IF ACLINH,COLI»=5 THEN 1860
ELSE 1880

1860 ALINHsCOLUY=0

1370 o070 1890

1220 ACLIMNHCOLU =/ L IMH COLD: + 1
1330 IF LIMH=1 THEHM 13&1

1900 FOR T=LIMH-1 TO 1 =TEF -1
1210 IF ACT.COLU>=5 THEM 1920 EL
ZE 19340 -

1920 ACT.COLUN=

1220 2070 1950

1940 AT -COLLS = ST COLL +1

1950 NEXT T

1960 IF LIMNH=4 THEM 2030

1970 FOR T=LIMH+1 TO 4

1930 IF RACTLCOLUX=5 THEM 1920 EL
ZE 2010

1990 RCTsCOLU =0

coog 6OTO 2020

2010 ATCOLW =RT«COLL +1

c0z0 HEXT T

Sz IF COLU=1 THEM 2100

ciid4d FOR T=COLW-1 TO 1 ETEP -t
S0S0 IF ACLIMHS T--ﬁ THEM 2080 EL
"E ._II-'II

cisn H-LINHsT;—D

7?0 cOTO 2094

cus) ACLINHs Tr=RACLIMHs T +1

Z00 NEXT T

2100 IF COLU=4 THEN =170

2110 FOR T=COLU+1 TO 4

2120 IF ACLINHs T»=5 THEN =130 EL
ZE 2150

2130 ALINH T =0

2140 o070 2150

2150 ACLINHsT)=ACLINH T +1

il MEXT T

170 GOZUE 13220

2120 FOR T=1 710 4

2190 IF A<l Tr<x0 THEH 2250
c200 IF RC2sTr<>0 THEN 2250
2210 IF RAC3sTr <0 THEN 2259
cecl IF HedsTr<x0 THEH 2250
c2a0 HEXT T

codn 5O0T0 2270

2250 RETURN

Sl CALL SCREEN (142
c0 CHLL l ERE

S0 CALL SCEEEM 11>
9ﬂ Junn

=00 FOR P=1 TO 2

1

A
Jix

GkK=‘143§(P=1}—33*{P='*

!‘l ]

=0 FOR MN=1 TO 12
ﬂ CALL SBUMDC-200: T-S00s s T-5

fa
U‘l \.-. DJ 'Il'l." RO g)

AR N OO g I £ N (N gV
.‘
-

Ll =
5o e
=

0 T=T-30

CALL HEHAR (13-, 17-Hy K s N
5360 CALL VCHAR <13y 16oH40) e
2370 CALL HCHAR C1E+Hs 17-Hs ks
2380 CALL YCHAR C13-Hs 17-Hs ko Na2i
2390 NEXT N

2400 HEXT P

2410 FRINT "vOU SOLYED THE FROEL
EM IN" -
2420 PRINT :TRE (73305 "TRIES"
2430 PRINT ::TRE(3) 3 "TYFE RUN FO
R ANOTHER PLAY"

(%]
| 'i
|
e

() _rl_‘l !’x;g

- 2440 FOR T=1 TO 2000

2450 NEXT T
240 END




SO g T | o I o I O I
OO oMz Ry I I VA I
J

ALPINER ... .viiuiinnnn.... 110,392+
ATTACK wviin i, 388,800
BIGFOOT ........cvvinnn..... 34,940
BLASTO ..iiviiniiiiia 47,340

BUCK ROGERS ............... 295,349%
BURGERTIME ................ 500,000

CAR WARS . ...iuiiiinnnnn... 56,250
CHISHOLM TRAIL ............. 89,990

CONGO BONGO ............... 250,000
DEFENDER ................ 3,720,000
DONKEY KONG ..@v.euunnn... 1,741,300
FATHOM ..... % e e e e e a e 5,881
FROGGER .... R e 12,620%
HOPPER ...........cuvuunn.... 60,140
INVADERS ... i, ... 54,212
JAWBREAKER ................. 15,870
JUNGLE HUNT . ... ..o, .... 32,160
MEAXSEH o e amee i 4,027
MICROSURGEON ............... 4,253

MINER 2049%er ............... 54,655

MOON MINE .........ccvn.... 131,720

MOON PATROL ............... 133,150

MS PACMAN ................. 151,610
MUNCHMAN .........covn.... 458,580
MUNCHMOBILE ................ 27,290
PACMAN ...eeiiiininnnnnn... 43,180
PARSEC ..... ... cvvunn... 10,842,800
PICNIC PARANOIA ........... 612,520

POLE POSITION ............. 110,700
POPEYE . .vuvvisnnennrnnanoane 76,400
PROTECTOR II .............. 125,764
Q*BERT .+ eivnnnnnnnnnnnn.. 24,700%*
SHAMUS ... .ttt 104,790
SLYMOIDS ......ccvvuvnnn... 113,905
SNEGGIT ...iviniinnnnnnnnn.... 2,635

STAR TREK ...vvvinnnnn... 1,097,000

SUPER DEMON ATTACK .......... 8,750
TOMBSTONE CITY .......... 2,135,950
TREASURE ISLAND ......u...... 26,100

L'*NEW HIGH SCORERS i’?l
DAVID CAINE ON Q¥BERT SEND YOUR HIGH SCORES TO

DAVID CAINE ON FROGGER
JOSE DORAN ON ALPINER
JOSE DORAN ON BUCK ROGERS PARCO MAGAZINE ¥

32 ‘

The Editor



